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UPGRADE TO PRINT! 


HEY THERE, DIGITAL NF subscribers! Yes, you there reading this on a computer monitor or a tablet screen. How are you? Good? 


Just wanted to say a quick hello to the hundreds of you out there, with a friendly reminder that the Print side of NF Magazine is 
doing some great things these days! Last time we packed in a physical papercraft model and an exclusive Limited Run Games 
trading card, and physical copies of this issue have been shipped out to mailboxes around the world with an enormous double- 
sized wall poster. (Double the normal wall poster size. "Mega-sized," you might say.) It's got the official Capcom art from the front 
cover on one side, and the original art by Thor Thorvaldson you see below printed on the other side. Wouldn't it be nice to have it 
hanging on your wall? 


I mention it because some of you Digital-only subscribers out there might want to Upgrade to Print! It's only two more 
dollars per issue for subscribers in the United States, and that's a whole lot of tangible goodness for just two bucks a pop! 


"But wait!" you say, while you're already holding this issue physically in your hands. "I'm already holding this issue physically in 
my hands! I'm not a Digital-only subscriber!" And to you I say, "Thank you!" And thanks for letting me take a moment here to talk 
to the fans who check their email inboxes for new NF issues rather than their physical mailboxes. 


But even Print subscribers have upgrades available! Did you know we offer a tier at Patreon.com/NintendoForce that sends 
two print copies of each issue to your home, instead of just one? That way you'll get two wall posters each time and you'll never 
have to make the hard choice between which of the two sides to display. You can just hang up both of them! 


Anywho, like I said, just a friendly reminder! I'm incredibly thankful for all the support we've received over the past five and a 
half years to keep the Nintendo Force project growing, and whatever your level of patronage, you are a part of the Force and you're 
helping to make this magazine happen with each and every issue! 


Now, if you'll excuse me, | need to go find a large enough open space on my wall to be able to hang up Thor's latest monstrously 
massive masterpiece! — LUCAS 
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INBOX 


A ROBOT REBORN 


Absence really does make the heart grow fonder. 

There was a time, years ago, when Mega Man fans 
were feeling mega-fatigued. Capcom was publishing 
so many sequels in so many spin-off series so close 
together to each other that it was impossible to keep 
up! Looking back on it now, we should have foreseen 
the brand's crash long before it finally happened. 
Perhaps some did. 

But now that Mega Man has been almost entirely 
inactive for the past several years, | can't wait to play 
his latest sequel, Mega Man 11! Had Capcom kept 
pumping out more and more Mega Man games with 
that same frenzied pace, then there would be almost 
no excitement to support this one. It would be "just 
another Mega Man game." But given a little breathing 
room and a fresh creative team unafraid of pushing 
new ideas into the 30-year-old series, and we've got 
the makings of a major hit on our hands! 

I’m delighted to be able to present an all-new issue 
of NF Magazine with an all-new Mega Man sequel 
emblazoned across the front cover, in the same way 1 
was thrilled to be able to present Samus Aran's revival 
in Metroid: Samus Returns a little less than a year 
ago. Since she was out of the public eye for so many 
years leading up to that adventure, we thought it wise 
to present The History of Metroid in NF #29 to get 
new fans caught up on her story so far. So it seemed 
appropriate to prepare The History of Mega Man for 
this edition! 

Classic, numbered-sequel Mega Man, at least. We 
had to hold back the reins on the feature a bit, 
because like | said, Capcom went totally nuts with 
Mega Man spin-off brands years ago, so a full history 
of every different Mega Man would be a massive 
(headache-inducing) undertaking. For the purposes 
of preparing you for #11, it seems sufficient to get you 
up to speed on installments 1 through 10. 

That's not all, of course! Our history feature leads 
into our preview of Mega Man 11 itself, we've got 
interviews with both Mega Man fan community icon 
Protodude and Takuya Aizu, the President and CEO of 
Inti Creates who actually brought Mega Man back to 
life once before, and much more! | hope you'll enjoy 
every Blue Bombin’ 
bit of it! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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I've only become familiar with Mega 
Man fairly recently (the Smash Wii U 
hype was enough to get me interested), 
but since then I’ve played the extent of 
the Classic series (including the Game 
Boy games, thanks to the 3DS Virtual 
Console), and actually had to make a 
level using Mega Man Maker as an 
assignment for one of my classes. At 
this point, I'm quite familiar with the 
character and the variety of powers he's 
commanded over the years, and | look 
forward to seeing what Mega Man 11 
adds to his arsenal! — JOSHUA 
WHITTOM 

Wait a minute, back up a bit — you 
had to make a level using Mega Man 
Maker as homework? What kind of 
school do you go to? Do they admit 
bearded men in their mid-30s? 


I'm pretty familiar with the Mega Man 
series. When | was younger, my Dad 
came home from work one day with 
Mega Man X for my brother and I. | 
don't think we were allowed to play it 
that day, though (we weren't really 
behaving very well). But we would sit in 
front of the TV for multiple hours taking 
turns playing it, getting snacks stuck in 
the cushions of the couch. — BLAZE K. 
ALEXANDER 

We're unfortunately becoming well 
acquainted with the loss of video 
game playing time because of bad 
behavior in the Thomas household. 
(Be kind to your little brothers, 
Carter!) 


My first console was an SNES, so | 
missed the boat on "Classic Mega Man" 


We mixed things up with our last 
edition, breaking with tradition a bit 
to present a custom-constructed look 
at the launch of Nintendo’s new Labo 
product line of cardboard toy kits. (I 
even hand-cut the NF logo for the 
cover and scribbled the text on the 
contents column with my own lovely 
handwriting!) Hopefully you enjoyed 
(or at least endured) our shift away 
from the usual formula for a bit, but 
now we're getting right back into the 
normal swing of things by placing full 
focus on a traditional video game: the 
return of Mega Man! In anticipation of 
this issue's direction, we asked you 
your thoughts about Capcom's hero in 
the last Player's Poll. We wanted to 
know how familiar you are with Mega 
Man, which of his games is your all- 
time favorite and what kind of Robot 
Master you'd build if you were Dr. Wily 
yourself! Here's what you had to say: 


until the Wii era, where the Virtual 
Console reintroduced him, along with 
Mega Man 9's release. They were some 
of my favorite games on the console, 
and the original series is easily my 
favorite of his incarnations. Run, jump, 
shoot robots. Simple. What's not to 
love?! — JOHN H. 


My favorite Mega Man game is Mega 
Man 4. I love Mega Man 4 so much 
because I had to beat it fast, since it 
wasn't mine. That made the experience 
more interesting for me, and it gave me 
the same sense of "Hurry up!" that I'm 
sure Rock was feeling. It also introduced 
a ton of mechanics that gave it a unique 
feel, and the music fit beautifully with 
each level. Pharaoh Man's stage music 
particularly felt right with the desert 
theme. — ZION O'SHEA 


The first Mega Man X game remains my 
favorite of any incarnation of the Blue 
Bomber, with its top-notch controls, 
lush, weighty soundtrack and varied 
weapon collection that is so much fun to 
experiment with, especially once you've 
tracked down the armor pieces to 
power everything up. I still love all three 
end credit themes, which are an 
awesome reward for thrashing Sigma 
again and again. This game, complete 
with a silver subscribers-only cover, also 
took top billing in one of my first-ever 
issues of Nintendo Power, so it occupies 
several special places in my heart! 

— KEN KETTLER 


For my all-time favorite Mega Man 
game, it's really a tie between Mega 


7 VPHOON 
MAN 


Man 2 and Mega Man X. X is perhaps a tad bit more 
beginner-friendly, which is kind of unheard of for a 
series so difficulty-based! For me, though, 2 gets the 
upper hand, as every time | replay that game, it 
never feels dull or repetitive. Each playthrough it 
feels as if | become better at the genre as a whole — 
sometimes | can even feel the skill seeping through 
the buttons and into my fingers! - NOAH WRIGHT 
You may want to see a doctor about that. 


The best enemy Mega Man could face would be his 
opposite: Mini Man! He would be half the size of 
Mega Man, allowing him to avoid his pellet shots 
entirely, making you rely on your charge shots or 
special weapons to hit him. His power would be to 
cut Mega Man's size for a short period of time, 
allowing him to get items he otherwise couldn't 
reach! - QUENTIN ЕСК 


In the spirit of the new Nintendo Labo, how about 
"Cardboard Man"? He'd drop down from the ceiling 
as an unfolded sheet of cardboard, then fold up into 
a terrifying(ly awesome) Robot Master in front of 
your eyes! He could re-fold into several different 
dangerous objects to attack you and use glue as a 
projectile to trap you in place. Opportunities for his 
stage are endless — it could be a giant cardboard 
factory where things are constantly folding into all 
kinds of craziness and attacking you. And he'd be 
weak to a water power! — ZACH LINDEMANN 
Typhoon Surge, fire! 


A computer-themed stage with a boss named "Byte 
Man" (clever, right?). His power would be infecting 
Mega Man with viruses that would reverse the 
controls for the player, limit his ability to use certain 
power-ups or randomize the weapon he's using. 

— KURT PRENGER 


Oh boy, this is gonna be fun. So most Robot Masters 
have more weapon-based themes, but some of my 


THINGS ARE LOOKING STORMY 


My Robot Master is "Typhoon Man," a robot originally built for monitoring 
extreme weather. I'd imagine his stage would take place on an off-shore 
research facility — so I'd picture a beach, an underwater section and then a 
mechanical area with water spouts and pipes. His weapon would be the 
Typhoon Surge, a chargeable water gun similar to the Atomic Fire or Magma 


Bazooka! — DAVID FLEMING 


In the grand tradition of Bubble Man, Dive Man, Wave Man, Aqua Man, 
Pirate Man, Splash Woman and Pump Man, I think Typhoon Man would fit 
right in! (Mega Man sure has faced a lot of water-themed bad bots over 
the years... though it seems like Mega Man 11 might be skipping that ele- 
mental affiliation? Hard to tell quite yet.) And David, as a past NF Comic 
Break contributor, of course supported his response with original art. We 
should have thought to request that in the Poll! Maybe we'll do a 

big design contest at some point in the future! 


favorites are the wackier ones like Charge Man, 
Pump Man or Blizzard Man — so I'd like to introduce 
Chef Man! Wily would send this Robot to invade a 
local banquet to cook himself a feast, so Mega Man 
would have to navigate a banquet hall accompanied 
by a bunch of Wily’s robots and a sweet jazz track. 
Defeating Chef Man in the kitchen will net Mega Man 
the Chef's Pan. It's exactly what it sounds like! A 
close-range weapon like Zero's Z-Saber from the X 
series that can deal a lot of damage . . . while using 
up quite a bit of weapon energy. — GIANLUCA 
SABATINI 


It’s kinda surprising that we don't have one already, 
but my Robot Master idea is Dragon Man. His stage 
can be set at first on a mountain, but then either 
move into a cave or temple. On the mountain, there 
would be many flying enemies and pits to avoid. 
Moving inward, there could be temple guard robots 
and statues that shoot flame and other projectiles. 
As for his abilities, Dragon Man would fly, but would 
need to land to recharge, shoot fireballs and/or a 
long flamethrower, send out dragon claw slashes 
(similar to Slash Beast/Slash Man), and use his tail 
to strike walls to cause rocks to fall from the ceiling. 
— MARK VIGNONE 


My brother and I, when we were young, actually 
used to come up with our own Mega Man games and 
map out whole levels just for fun. | can't remember 
all the ones І came up with back then, but I’ve got 
plenty of cool ideas I’ve thought of recently. Geyser 
Man would be in charge of maintaining national 
parks and would shoot flumes of powerful water at 
you. Asphalt Man’s in charge of maintaining major 
roadways, and his weapon could be shooting liquid 
blacktop on you to slow you down. Billiard Woman 
(‘cause why not) would just be a fun pool hall- 
themed stage... - SEAN MORROW 

OK, this wasn’t really a contest, but "Billiard 
Woman" wins. 


DON’T ANG 
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With Crash and possibly Spyro on the horizon, is 
there any classic title that hasn’t been ona 


Nintendo system before that 


you'd like to see 


remade and come over? — LUXE 

Mega Man Legends 2. And though it was on 
the Nintendo 64 as Mega Man 64, bring Mega 
Man Legends as well. And The Misadventures 


of Tron Bonne. And maybe 


those cell phone 


games from Japan — Square Enix did it for 


Final Fantasy IV: The After 


Years, Capcom can 


do it for Great Adventure on 5 Islands! 


Who did you main in Super Smash Bros. Melee? 
My Dr. Mario will wipe you out either way! 

— BLAZINGVICTINI22 
Mario, and probably. I'm awesome until 
another player is involved. 
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JUST A LITTLE REVISIONIST HISTORY 


As you'll see when you flip a little further into this issue and arrive at our Mega Man 11 preview, costume 
changes are now a normal part of reality for our favorite robo hero! Given the examples of the official 
altered looks Mega Man takes on when equipping Block Man's and Fuse Man's weapons in the new 
sequel, Capcom recently held a contest for fan artists to retroactively apply the same design idea to the 
Blue Bomber's older titles. Yes, he just color-swapped back then — but what if he hadn't? What if his 
armor had been totally altered, as has become the modern standard? Well, over 240 entries poured in, 
drawing inspiration from each and every past Robot Master whose powers Mega Man has copied. 
Though many were great, Capcom officially selected the four you see above as the winners! They are Top 
Man by Andrew "AWD!", Bubble Man by MultitapStart, Gravity Man by Midnite and Sword Man by Taitotu! 


THE PLAYER'S POLL 


Congratulations to Zach Lindemann, the winner of last issue's Player's Poll! 
Your new chance to win is below, and this time around we're interested to know 
your thoughts on a few questions inspired by the new Pokémon: Let's Go games! 


QUESTION 71 QUESTION 22 QUESTION #3 


Have you ever played a Settle the Gen 1 debate: The Let's Go games make you 
Pokémon game set in the Kanto Are the original 151 pick either Pikachu or Eevee as 
region before? If so, which one Pokémon really the best, your partner. If you could pick 
and when? If not, will you do so or do later generations’ any Pokémon, though, which 
with one of the Let's Go games? rosters surpass them? one would you choose? Why? 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #34" - this time, one reader whose answers are picked 
for print will win their choice of Pokemon: Let's Go, Pikachu! or Let's Go, Eevee!. 


COMIC BREAK 


СОМ (CS! BY FRYGUYG4 


OUR NEXT 
MINIGAME 12 THE 


THIS 1S REALLY HARD 
TRICYCLE RACE! WITHOUT HANDS! 


FIRE EMBLEM 


THREE HOUSES 
Eng, 


= 


THE WOLFOSIA EMPIRE AIMS TO BUT IF WE JOIN OUR FORCES, 
CAST DOWN OUR ANCIENT WE CAN DEFEAT THIS MONSTER 
ROYAL HOUSES USING THE AND BRING ABOUT A NEW AGE 
BLADES OF WIND! OF PEACE! 


ROSTER!! 
4 
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BY MARK KELLY 
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NINTENDO SMASHES ЕЗ EXPECTATIONS! 


After major showings in 2016 and 2017, many predicted a quieter year in 2018. But the Big N did it again! 


TWO YEARS AGO, Nintendo trans- 
formed their allotted area in the Los 
Angeles Convention Center into a slice 
of Hyrule itself, surrounding showgo- 
ers on all sides with the imagery (and 
enemies) of The Legend of Zelda: 
Breath of the Wild. One year ago, it 
was Mario's turn, and the same space 


was rebuilt into an urban dreamscape: 


New Donk City, brought out of Mario's 
reality and plunked down right on the 
Pacific coast. After two years of such 
incredible, detailed and painstaking 
work creating visual spectacles to 
sweep attendees away to other 
worlds, expectations were high for the 
2018 Electronic Entertainment Expo. 

And Nintendo smashed them once 
again! 

Now, granted, the E3 Nintendo 
booth this year wasn't the same kind 
of Disney World-caliber magical envi- 
ronment that Hyrule and New Donk 
were. Lay that guilt at the feet of the 


game that served as this year's center- 


piece: Super Smash Bros. Ultimate. As 
a celebration of the collision of all 
Nintendo brands into one epic fighting 
showdown, it wouldn't have made 
much sense to dress the showcase 
space in the iconography of any single 
IP. So Nintendo let their booth be a 
little less decorated this year, focusing 
attention in on Super Smash Bros. 
itself with a titanic screen stretching 
across what seemed like a mile, con- 
stantly hyping the game and its unbe- 
lievably huge cast of over 60 different 
fighters with the official trailer and 
gameplay feeds of matches being 
played on the show floor below. 

But that's not to say there weren't 
any theme park-ready, photograph- 
demanding set pieces to enjoy, 
though! Nintendo decided to bring a 
selection of weapons and items from 
Super Smash Bros. into physical 
reality, displaying them around the E3 
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2018 booth space in glass cases like 
the prized museum-ready artifacts 
they are. From a life-sized Sandbag to 
a real-world Monado, from Link's 
Master Sword and Sheikah Slate to 
Bayonetta's gun-equipped boots — 
even Captain Falcon's helmet was 


there, just daring some would-be thief 
to try to Falcon Punch their way 
through the glass to grab it and place 
it on their head. (Nobody actually tried 
to do that, thankfully.) 

The booth also gave space to other 
games like Pokemon: Let's Go, Eevee! 


and Let's Go, Pikachul, but it was 
clearly Smash's show. 

That was reflected in the Direct 
video presentation put together for E3 
2018, too, which underwhelmed some 
viewers with its relative lack of new 
game announcements compared to 
some previous Directs. But that 
seemed to be a matter of time man- 
agement, in large part — Super Smash 
Bros. Ultimate and its director, Mr. 
Masahiro Sakurai, were given so many 
minutes to themselves that there just 
wasn't a lot of time for anything else! 
So Nintendo fans who aren't super 
into Super Smash Bros. were left a 
little wanting by the end — but Smash 
fanatics got almost everything they 
could have possibly hoped for. 

We reflected on "The Element of 
Surprise!" in the wake of last year's E3, 
and had moments like the announce- 
ment of Metroid Prime 4 to point to as 
the great positive reaction-getters 
from over the years. And wouldn't you 
know it, E3 2018's biggest surprise 
came courtesy of the Metroid series as 
well! After years of fans rallying 
around him, voting for him in the 
official Fighter Ballot and debating 
whether or not he's too big to work, 
Nintendo's Direct this year came to an 
end with the reveal that Ridley's finally 
a Smash fighter! A great way to cap off 
another great E3. 


The L.A. Convention 
Center was overflowing 
with attendees for a 
second year in a row, as 
the public was once again 
allowed entry. If you ever 
decide to go yourself, 
maybe dont bother with 
going directly hands-on 
with demos yourself. Go 
for the cool photo ops, 
like posing on the Rush 
Jet in Capcoms booth! 
- LUCAS 


COMING FULL CIRCLE 


A Smash tourney takes center stage once again. 


FOUR YEARS AGO, Nintendo pioneered what has gone on to become 
a staple of the company’s E3 promotional activity: holding a huge, live, 
competitive tournament showcasing their next big game. At E3 2014, it 
was the Super Smash Bros. Invitational, shouting to the world about 
the impending arrival of Super Smash Bros. for Wii U. Smash Bros. was 
also a central fixture on-stage at E3 2015, but was surrounded by a 
wide array of other Nintendo hits both retro and modern as the 
company revived the old Nintendo World Championships. That event 
then gave way to separate tournaments being held for Pokken 
Tournament, Splatoon 2 and ARMS last year, followed by another 
Splatoon 2 tourney to open this year’s Expo for Nintendo. 

And then, things came full circle — the Smash Bros. Invitational 
returned, but this time with Super Smash Bros. Ultimate in the spot- 
light. 

You'll be forgiven in the future for not remembering which event 
happened in which year, and especially in the case of the 2014 and 
2018 Smash tourneys — primarily because there was a very familiar 
outcome this second time around! Gonzalo "CT ZeRo" Barrios was 
crowned the champion in 2014, and while he’s been officially retired 
from Smash competition for most of the past four years, he returned to 
defend his title this year. And he won again! 

Mr. Sakurai seemed in awe of ZeRo's skill as he congratulated the 
two-time E3 champ and presented him with another trophy for his 
growing collection. But Mr. Sakurai also seemed eager to get back to 
work with fine-tuning and adjusting the character balance of Smash 
Ultimate, as he saw some bugs while the tourney played out! — LUCAS 
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COLLECTORS CORNER 


ANNIVERSARY REPRODUCTIONS >... 


CAPCOM IS COLLABORATING with iam8bit to bring collectors 30th anniversary release of 8500 carts, but 1000 of those will randomly be translucent glow-in-the- 


cartridges of Mega Man 2 and Mega Man X. These special carts work in the old NES dark blue cartridges. Special instruction booklets will also be included with 

and SNES respectively and come with beautiful fold-out packaging of the original bonuses, and the product listing also includes a "retro pack-in surprise" for each 
box art for both North American and Japanese releases. These boxes will also cart, which we'll just have to guess at. The carts are NTSC only, and will arrive this 
feature gloss and embossments that the original boxes did not. Each cart will see a September. It all sounds great, but some are balking at their price of $100 apiece! 


KIRBY SINGS! 


An Otamatone, transformed. 


THE OTAMATONE IS a Japanese toy instrument that 
first went on sale in 1998. It most often looks like a 
cross between a tadpole and an eighth note, and 
requires two hands to play. It is a "singing" toy in that 
users squeeze open the "mouth" or note head at the 
bottom to create noise. To change the pitch, the user 
manipulates the controls on the stem much like a 
guitar. Buttons on the back can change octave and 
volume as well as turn the device off and on. There are, 
as you might imagine, a wide range of styles available 
featuring various colors and characters, but you don't 
see them much outside of Japan. The product you see 
here is what would result if Kirby ate an Otamatone (or 
if you could mix Mic and Spark powers in Kirby 64.) 
TH Е М EW B EST WE DDI NG PR ESENTS These came out this May in Japan and there are already 
several videos using them to recreate music from the 
games. This special edition retails for around 
$30-$40. The best place I've found to grab 


7 М я И one is Amazon Japan, and importing one 
ITS GOOD TO see that San-ei has not yet stopped its plush offerings from Super Mario wouldn't be too expensive as it's not I 
Odyssey, this time offering a set of three plushes featuring Mario and Peach. First in the set is Á í Ü 


Don't worry that your engaged friends won't actually register for these. 


Ç a я ; j a too large or heavy. Perhaps making 
simply Mario with Cappy, but Cappy can be removed, leaving Mario hatless while Cappy finds Kirby sing sweet, silly songs is in 
things to capture. The other two are much more extravagant. Mario and Peach are each your future? 
dressed in their wedding attire, complete with all details from the game. This pair will be sold 
both individually and as a set, and they look to be very high-end plushes, with Peach's dress 
looking satiny and Mario's brassy buttons shining away. Maybe we'll get a Wedding Bowser too? 


Collector's Corner is compiled by Brett Martin, the world record holder 

for the largest collection of video game memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 
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FASTER THANA THIMBLE 


Just what Monopoly needed: leader-seeking Blue Shells! 


PREPARE TO PLAY Monopoly like never before with the all-new Mario Kart Edition of 
Monopoly Gamer! Mario, Luigi, Toad and Peach are the players to choose from, but if you don’t 
see your favorite racer you can buy Power Packs that contain Bowser, Yoshi, Donkey Kong, 
Rosalina, Shy Guy and Metal Mario. A race is triggered each time someone passes Go, anda 
Power-Up die allows players to lay banana peels, throw shells and collect coins. Spend coins on 
owning tracks like Rainbow Road and Bowser’s Castle. The racer pieces have very little detail, 
but the board is gorgeous and | like the new style of play. The game reportedly still takes around 
an hour — so certainly not as fast as an actual game or Mario Kart — but | would be impressed if 
it was! Out now! 


背面 に は 
ロッ クマ ン 30 周 年 ロ 


メモ リア ルイ ヤー に まさ か の コラ ボレー ショ ン が 実現 ! 


BEHOLD ^COLLABOROCKMAN" 


Mega Man's all about armor swapping these days, didn't you hear? 


SENTINEL HAS HAD the Rockman license for only a short while, but has already 
made quite a splash in the market, making very poseable figures for Mega Man and 
several other characters in the franchise. For Rockman's 30th Anniversary celebra- 
tion, Sentinel is combining their mascot God Sentinel with Rockman to create 
"CollaboRockman," a 4-inch "Nel" limited edition figure. Announced at the World 
Hobby Fair, the figure will have interchangeable head and jet parts, so it will essen- 
tially have two forms. Now if we could only unlock this look in-game somehow! 


*amiibo: 
UPDATE 


WITH GAMESTOP'S SOLAIRE and Yacht Club's trio of 
King Knight, Plague Knight and Specter Knight all still on 
delay, the only other amiibo we knew about going into E3 
was Mega Man for Mega Man 11. Sold in the "amiibo 
Edition" of the game alongside some stickers, a patch and 
a microfiber cloth, it depicts the hero's new, leaner design 
— but we still have no info about its in-game functionality. 

At one point, | thought I'd have a very paltry update for 
you, but E3 showed amiibo is still alive. New amiibo were 
not shown in the E3 Direct, but appeared later in the show. 
After awarding the winners their trophy in the Splatoon 2 
World Championship, a short presentation showed that 
three new amiibo would be released for the game. An 
Octoling girl, an Octoling boy and a fuschia Octopus will be 
available at some point in 2018 — unfortunately not coin- 
ciding with the just-released Octo Expansion DLC. 

Then amiibo support was mentioned during the Smash 
Bros. information section of the Direct, but no new info 
was given. On the show floor, however, attendees got to 
see a new Ridley amiibo, as well as a Smash series Inkling 
Girl. A Smash series Daisy amiibo was not shown, but was 
announced. Apparently they hadn't finalized her pose. 

Because everyone is back and the game has amiibo 
support, we can assume that amiibo will be released for 
every fighter. This means Young Link, Ice Climbers, Snake, 
Pichu, Pokémon Trainer and Wolf! They could also release 
Inkling Boy, Squirtle and Ivysaur. Perhaps they could even 
release an amiibo featuring Zelda's Link Between Worlds 
design. Please? 
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| NINTENDO'S NEW PRESIDENT 
"өф © уг» TL а ж The torch has been passed to Shuntaro Furukawa. 


AFTER HIS UNTIMELY death in 2015, Satoru Iwata was succeeded as President 
of Nintendo by Tatsumi Kimishima. He's since held the position for nearly three 
years, but in late April it was announced that Kimishima would be stepping down 
and that Shuntaro Furukawa would take up his post as Nintendo's President. 
Furukawa, a member of the board of directors for both Nintendo and The 
Pokémon Company, has been with the company since 1994 and is only 46 years 
N ] MATI О М P DATE old. He worked in Germany at Nintendo of Europe for 11 years during the Wii 
years, helping make the system a success in that region. Behind the scenes, he 
The new Mega Man cartoon is nearing completion. also worked on the Switch's marketing and sales plans, so nobody can argue he 


doesn't know what he's doing! Nintendo picking a youthful president makes 
IT'S BEEN A long time since we last checked on the progress being made sense as they try to understand their main target audience. Furukawa has been 
with the new Mega Man animated series, but it seems like it's wrapping gaming since the Famicom days, so we can perhaps expect him to connect better 
production and preparing to launch onto Cartoon Network this Fall, timing with the fanbase than Kimishima, whose style was more discreet. Hopefully this 
its debut to line up well with Mega Man 115 release in October. also means Furukawa will appear in Nintendo Direct videos so we get to know 
This Mega Man, though, isn't the same Blue Bomber who appears on him better! He takes over on June 28 and will likely get to enjoy the Switch's 
our front cover this time around! This is a new take on the classic hero — success for a few years before having to make his own splash. 


normally just a simple robot schoolboy named Aki Light, but always ready 
to don the blue armor and transform into Mega Man when the evil Sgt. 
Night and his bad bots start causing trouble in Silicon City. 

The series has been given a final name, Mega Man: Fully Charged, and A A 
it will encompass 52 episodes of 11 minutes each. (Surely to be grouped Will this new youthful 
into pairs and padded by commercials to run for 30 minutes per airing.) ° だ 
The show will also be supported by a new Jakks Pacific toy line! president seta prece 

dent for connecting 


ith fans? Will h 
When this new Mega Man was first revealed, fans reacted шапе W Е Бе (О) Оз 


negatively — in part because he wasn't the "real" Mega Man. a D irect star or just a 


Now that the original hero is also being revived, though, maybe star director? Time 
those naysayers will give him a second chance? - LUCAS » ! AA 
will tell! - BRETT 


Great! 


Mega Man's comeback is Kimishima is stepping 


twofold, in games and TV! down. He did a great Job! 
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GAME FORECAST 


А quick logis the biggest games coming in the months ahead. 


WHAT BETTER GAME to take along on a summer vacation 
than Captain Toad: Treasure Tracker, an adventure that's all 
about getting outside and exploring? Captain Toad first took on 
this same journey on the Wii U a few years ago, but now his trek 
is going doubly portable, with both Nintendo Switch and 3DS 
versions hitting store shelves on July 13. We'll put it through its 
paces and bring you our assessment next time! 


TREASURE TRACKER 


ALSO ARRIVING ON July 13 is an even more 


involved, eight-pronged adventure: Octopath OC | OPA | 1 | 
Traveler. We've been anticipating this one for over a 


year now, and our wait is almost over! In fact, if it's 
not quite July 13 yet when you're reading this, you 
can pass the remaining time by downloading the 
new demo that's just hit the Switch eShop. 


TRAVELER 


SPEAKING OF SUMMER vacations, Nintendo and Bandai 
Namco are teaming up to offer a digital alternative to anyone 
who can’t physically make their way to a beachside cabana or a 
mountaintop chalet: Go Vacation, a minigame compilation that 
brings the fun of a resort stay home to your living room. (If 
you're getting a little déjà vu from this game's name, there's a 
reason why! Flip over to Page 50 for more.) 


VACATION] 


WAAA-HA-HA-HAAA!!! Wario's greed continues 
to grow, and now he’s hopelessly going after GOLD! 
Having had success with his get-rich-quick micro- 
game design company in the past, he’s reactivated 
development at WarioWare, Inc. and plans to push 
over 300 new and classic games onto players of the 
3DS on August 3. Watch your wallets! 


BOOKENDING THE MONTH of August will be Monster 
Hunter Generations Ultimate, which hits the Switch in North 
America on August 28. Previously released on the 3DS in 2016, 
this adventure got an HD-upgraded Switch port in Japan in 2017 
— and Western fans have been wondering for months if it would 
be localized or not. Well, Capcom's finally confirmed it, so get 
excited! And check out Page 46 for more info. 


FINALLY, WHO KNOWS what's going on with 

Dark Souls: Remastered? It was originally sched- 

uled to hit the Switch on May 25, but Bandai Namco 

announced a delay only about a month before then. DARK SOULS 
And then, since April, no further news! It's still set MASTERED 


for "Summer 2018" as of now, and we hope it hits 
that time frame and doesn't slip any further back! 


Four ports from past platforms isn't the most exciting lineup for the 
months ahead on Switch, but having the wholly original and exciting 
Octopath Traveler in the mix props up the season a little better. And hey, 
the 3DS is still alive and kicking! Can you believe it's been eight years 


& DLC! 


Upcoming add-on content. 


WELL, THIS ISN'T so much upcoming add-on content 
— since it's available now! Nintendo pulled a good old 
"shadow drop" with this Splatoon 2 expansion during 
E3 2018, catching us a little unawares. We're blasting 
through it now, so catch the review next time! 


AND JUST AS soon as we get through all 
of the all-new Splatoon 2 content, another 
of last year's biggest Switch releases will 
launch its own major single-player expan- 
sion! Mario * Rabbids Kingdom Battle: 
Donkey Kong Adventure is finally here, set 
to go live on June 26. We've been antici- 
pating this one for most of the past year, 
and as more details have been revealed in 
the past few months, our banana-hungry 
frothing demand has increased even 
more! We knew that Donkey Kong would 
be joined on his turn-based tactical trip 
by Rabbid Peach, crossing over from the 
main single-player campaign of Kingdom 
Battle. Newly unveiled, though, is the 
third member of the quad: Rabbid Cranky 
Kong! This odd old-timer packs a punch 
with his cane (which is also a crossbow), 
and his synergy with D.K. is unmatched, 
as the great ape can pick up and hurl the 
old man at enemies! Review next time! 


JULY/AUGUST 2018 1 3 


Virtual Consolation 


The Virtual Console has been virtually cancelled. In its place, Nintendo offers an alternative. 


WE'VE BEEN WAITING. Twiddling 
our thumbs. Biding our time. Nintendo 
Switch owners have been trying their 
best to be patient with the Big N, daily 
hoping to finally get the announce- 
ment that the Virtual Console service 
has at last launched in the Switch 
eShop. 

Now, sadly, we know that that news 
will never come. 

Nintendo has announced, officially, 
that the Virtual Console will never 
come to the Switch. We'd heard 
rumors to the contrary for a long time 
— even whispers that the Switch VC 
would bring GameCube games into the 
mix, which led us to speculate about 
some of our favorites from that 
console in this same space back in 
Issue #25. That was before the Switch 
actually hit store shelves, though, and 
it seems that if those plans had been 
in place then, they've been changed 
since. 

Now, Nintendo's throwing its 
support behind a different idea: the 
Nintendo Switch Online service and its 
on-demand selection of retro games. 


We've talked about that in this 
same space before too — back in Issue 
#28 a year ago, when we called it 
"NESflix" and mused about what it 
could do differently than before. Now 
we have more details. 

Nintendo Switch Online will launch 
this September. When it does, online 
gameplay in Switch titles like Mario 
Kart 8 Deluxe, Splatoon 2 and ARMS 
will no longer be freely accessible — 
you'll have to pay a fee to play against 
distant opponents. A one-month mem- 
bership will be $3.99. Pay for three 
months at a time and it'll be $799, 
saving you some cash. Buy a full year 
and you'll save even more, as then 
you'll get 365 days of access for just 
$19.99. And then, finally, there will be 
a Family Membership option that will 
be offered for $34.99 — it grants a full 
year of online play for up to eight total 
players in the same household, good if 
there's more than one Switch console 
living under your same roof. 

What isn't entirely clear yet is how 
multiple users playing on the same 
Switch unit will have to pay. My sons 
and | all use the same Switch. Will | 
need to buy the Family plan? Not sure. 


MARIO 


OO0000 хоо 


Though $19.99 annually is a lot 
cheaper rate for online access than 
players pay on PlayStation 4 or Xbox 
One, the Nintendo fan community 
seems to still be irritated at the 
change. Understandably so — you can't 
beat free! So it's on Nintendo to offer 
enough incentives to justify the new 
expense to Switch owners, and their 
Virtual Console alternative is their 
standard-bearer for the moment. 

Paying that monthly (or annual) 
subscription fee will let you play all 
your games online, but also give you 
access to an array of old-school 8-bit 
Nintendo Entertainment System titles 
that have been enhanced with online 
functionality themselves. We knew 
that a year ago, but at the time only 
three games were announced: Super 
Mario Bros. 3, Dr. Mario and Balloon 
Fight. Now we know about a few more 
(see the next page), but there are 
supposed to be 20 total that will be 
available in September, with more to 
be added beyond those later on. 

Is this an acceptable change from 
the Virtual Console status quo? I can't 
pass final judgment until September, 
but I'm hopeful that yes, it is. 
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I’m the Virtual Console guy, you'll 
recall. | was the IGN reviewer there on 
Day 1 with the Wii, the first one to take 
on reviewing Virtual Console titles as 
they went live on the Wii Shop Channel 
in November 2006 and for years after- 
ward. | got literally hundreds of IGN 
bylines just assessing VC games! 

And I'm fine with this shift. 

Because each VC purchase was self- 
contained and always priced the same. 
All NES games had the same price, for 
instance: a masterpiece like Kirby's 
Adventure was $4.99, and a clunker 
like Urban Champion was also, yes, 
$4.99. Not all retro titles were created 
equal, and | know thousands of fans 
missed out on hidden gems and quirky 
oddities because of the "one game at a 
time" sales approach. 

This new service, though? Just like 
browsing through Netflix lets you 
stumble across shows and films you 
never would have sought out to buy 
individually at a store, so too will 
underappreciated games of yesteryear 
truly be given new life now! Yes, the 
VC is gone. But I say let it die! 

— LUCAS 


ACTION SERIES 


ICE CLIMBER 


It's back again! Yes, Nintendo has 
once again given me an excuse to 
talk about my childhood favorite, as 
Ice Climber has been confirmed to 
be leading the charge for this new 
service in September. With online 
co-op added, one player can be Popo 
and another can control Nana! 
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MARIO BROS. 


The Arcade Archives series has also 
already brought this classic to the 
eShop, but playing its NES port with 
online functionality could be good 
fun — Mario Bros. is the origin point 
of a lot of Nintendo's cooperative/ 
competitive multiplayer dynamics. 


SOCCER 


Soccer is a rudimentary re-creation 
of its sport and will surely be the 
least played out of all of these 
games, but to my point on the 
previous page, you'll at least have 
the chance to play it! You wouldn't 
have bought it for $4.99 as a VC 
game, but you might try it for "free." 


TENNIS 


With the experience of playing the 
all-new Mario Tennis Aces fresh in 
Switch players' minds, Nintendo will 
take the same sport all the way back 
to its point of origin on Nintendo 
systems. Enjoy its much more sim- 
plistic spin on the game with added 
two-player online versus play. 
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ACTION SERIES, 


SUPER MARIO 
BROS. 


The game that brought the dying 
video game industry back to life 
returns again, though its two-player 
mode has always been alternating, 
so online play won't be adding much 
value to this classic. 


THE LAUNCH LINEUP 


Appearing here are the 10 Nintendo Entertainment System games that Nintendo 
has already announced to be a part of the Day 1 lineup when "Nintendo Switch 
Online: Nintendo Entertainment System" launches in September. Yes, that's a 
much more cumbersome name than the easily abbreviated "Virtual Console" 
was. NSO:NES? Doesn't have the same ring to it as good old "VC." But moving on! 
There are supposed to be 10 other games joining these 10 to make a total of 20, 
and it's easy enough to identify what some of the others will be: We just need to 
take a look at past Virtual Console lineups and pick out the other first-party NES 
games that appeared in the Wii, Wii U and 3DS eShops. Both Super Mario Bros. 
and Super Mario Bros. 3 are here, so it's safe to assume that Super Mario Bros. 2 
will join them to complete the trilogy. Likewise, Zelda Il: The Adventure of Link 
will surely join its older brother. There are a lot of "Black Box" titles in this set of 
10 on this page — those earliest NES games that were all packaged in that iconic 
black box style — but there are a few more you should expect to see beyond 
them, like Excitebike, Donkey Kong Jr., Mach Rider, Golf and (unfortunately) 
Urban Champion. Maybe not all of those will be in the Day 1 array, though, as to 
really sell the "added online gameplay" idea, Nintendo will surely need more 
multiplayer games! So I'd guess later titles like Wario's Woods and NES Open 
Tournament Golf will be in the mix. And, if we're lucky, Nintendo will branch out 
into third-party multiplayer classics like Contra, which never got a VC release! 
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The biggest, 
most excitii 
Е [2 MARIO BROS. 
Includes invaluable maps adventure yet! 
and strategic playing tips. 


(Niinendo) ENTERTAINMENT SYSTEMS 


THE LEGEND 
OF ZELDA 


I've evangelized for this original 
Legend of Zelda game in the past, 
and will happily do so again — if 
you've never played it before, try it 
in September! You'll have access to it 
on your Switch, so give it a go! 


SUPER MARIO 
BROS. 3 


The NES peaked with this superb 
sequel that was so wildly anticipated 
that Nintendo made a movie about 
how wildly anticipated it was. (OK, 
well, the movie was probably why it 
was so wildly anticipated.) 


DONKEY 
KONG 


Likewise, the NES port of Donkey 
Kong being in the Day 1 lineup won't 
be too much of a draw, especially 
since the just-released Arcade 
Archives: Donkey Kong offers a 
superior arcade experience. 
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ACTION SERIES 


BALLOON 
FIGHT 


Mr. Iwata's famous creation flaps 
back into the spotlight as another 
game that will benefit from being 
playable by two people in two differ- 
ent locations. Don't get popped! 


DR. MARIO 


Finally, my all-time favorite NES 
game. I've declared my love for Dr. 
Mario in these pages in the past, 
since my Dad and | have enjoyed 
playing this game and its sequels 
against each other for decades. Now 
I might need to get him a Switch so 
we can resume our rivalry online! 


COPEN STEPS UP 


The Azure Striker's out of the spotlight for 


TEN ISSUES AGO, | had the pleasure of reviewing Azure 
Striker Gunvolt 2, and one of my comments was that while 
playing as Gunvolt himself was as fun as ever, it was his 
not-so-friendly rival Copen who I had more fun using. It 
appears | wasn't the only one who enjoyed bouncing off of 
enemies, as Inti Creates has just announced Gunvolt 
Chronicles: Luminous Avenger iX, in which the very adept 
Adept Slayer is given the starring role. 

Amusingly, Copen is the more Mega Man-like of the two 
playable characters from Azure Striker Gunvolt 2, with 
perhaps a touch of Mighty No. 9 thrown in. Rather than 
shooting enemies until they're weak enough to dash into, 
the dash is Copen's opening move when encountering 
foes. Instead of taking damage, this tags the enemy, 
opening them up to a round of homing shots from his gun, 
"Border mk. II." On top of that, he's also capable of 
adapting the Septimal powers of fallen Adepts into his 
own arsenal as EX Weapons. 

Incidentally, while Gunvolt Chronicles: Luminous 
Avenger iX (a name that may or may not be a callback of 
sorts to Mega Man X) is still very early in development, 
the EX Weapons shown in the sole trailer released thus far 
are those taken from the Adepts fought in Azure Striker 
Gunvolt 2. 

Aside from Inti Creates describing it as "the apeX of 2D 
action," little else is known about the title, except that it's 
currently in development for the Nintendo Switch, and we 
should be hearing more about the title sometime in the 
next few months. If the trailer is any indication, it will 
probably feature more of the idol-icious J-Pop music the 
Gunvolt series is known for, too. 

Azure Striker Gunvolt 3 also seems to be on the minds 
of folks at Inti Creates, but it's hoped this will tide us over 
until they're ready to make that announcement. — DAVID 
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TAKEA TOUR OF TORNA 


The adventure continues in Xenoblade Chronicles 2: Torna ^ The Golden Country. 


ALRIGHT, CONFESSION TIME: I haven't yet 
finished Xenoblade Chronicles 2. Not even close! 
The game is just so massive in scale and the 
sheer number of hours needed to complete its 
story so intimidating to me that my save file's 
been sitting at somewhere around a paltry 1596 
completion since shortly after it launched last 
December. I’ve been meaning to get back to it! 
Really! But now I'm being intimidated all over 
again, because Nintendo's just pulled the curtain 
back on Xenoblade Chronicles 2: Torna ~ The 
Golden Country. 

Back when the base Xenoblade Chronicles 2 
game went on sale at the end of last year, an 
option to purchase a DLC Expansion Pass went 
live alongside it, priced at $29.99. Torna ~ The 
Golden Country is the flagship chunk of content 
being made available to purchasers of that Pass 
— it's an all-new, all-huge prequel story that takes 
the tale 500 years back in time, centuries before 
Rex set out on his quest across Alrest. And, since 
Rex won't be born for another 485 years, he's not 
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the main character in this adventure: Jin is. 

This new quest promises to let players 
"uncover the full history of Jin and the fall of his 
homeland," adventuring across the back of Torna, 
a Titan who wasn't explorable in the base game. 
In addition to offering new areas to discover, the 
combat system has been refined to allow players 
direct control over both Drivers and Blades alike. 
whether that's a positive change I can't person- 
ally say quite yet, but the complexity of the 
combat system is one of the factors holding me 
back from returning to my lapsed adventure with 
Rex and Pyra, so any revisions being made here 
would be welcome to players like me, | think. 

Nintendo seems to have a great deal of confi- 
dence in Xenoblade Chronicles 2: Torna ~ The 
Golden Country, as in addition to it being given to 
Expansion Pass owners starting September 14, it 
will also come to retail as a standalone game on 
September 21 for $39.99! So the Xenoblade series 
suddenly has four installments instead of just 
three? Man, I really need to catch up! — LUCAS 
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Grock and Roll 


OUT OF NINTENDO'S many char- 
acters, I’ve always felt a certain 
kinship with Dillon — almost like you 
could call him my "Nintendo 
patronus." That's why it might be 
seen as ironic that for the Red 
Flash's third and biggest adventure, I 
found myself as another animal 
entirely! 

One of the many unique hooks 
that sets Dillon's Dead-Heat Breakers 
apart from its predecessors is that 
rather than going it solo (Russ not- 
withstanding) or bringing on the 


services of a group of Rangers as you 
fight Grocks out on the frontier, 
you're going to see some other 
familiar faces — including your own. 
Starting up the game, a Mii of 
your choosing is converted into an 
"Amiimal" — that is, an anthropo- 
morphized version of your Mii. Your 
Amiimal character will be one of 10 
animals chosen seemingly at 
random, but it seems that your Mii's 
chosen characteristics will yield the 
same results each time unless 
changed. Even so, you can give it 
another go if you so desire. In my 
case, | wound up as a surpris- 
ingly buff tiger. 


NINTENDO E 


You won't be the only Amiimal in 
town, though. After managing to 
escape from your home town, you'll 
join up with Dillon and Russ before 
being taken back to "The City," where 
you'll meet many more characters 
who speak in an Animal Crossing/ 
Star Fox sort of gibberish. Among 
them will be other Amiimals based 
on other Miis in your collection. 

Ever think you'd see Reggie Fils- 
Aime as a bull? If you have his 
official Mii, you'll not only see it, but 
be able to hire him on to man one of 
the gunning towers necessary to 
protect the various bases across the 
game. Reggie and the rest each have 
their own choice of firearm and their 
own rate to be hired, so you'll have 
to choose who you want (and can 
afford) in your troupe before each 
battle, as well as the best place to 
put them. 

As for your Amiimal, they'll help 
out around The City in various ways 
as your direct method of interacting 
with the various sights and towns- 
folk. When it comes time to do 
battle, however, the computer takes 
over to help out on the field — 
similar to the Rangers in the last 
game — while your control shifts 
over to the Red Flash himself. 

In a game that changes a number 
of things up while retaining a sense 
of familiarity, the biggest change you 
might notice right off the bat is the 
method of control. No longer is 
Dillon a stylus-controlled spinning 
saw blade of Wild West fury, but he's 

now controlled primarily with 
the Circle Pad and A Button. 


Toward the end of a defense 
period, the Grocks will transform 
into wheeled monsters and begin a 
Death Charge on the road around the 
guarded area. It's something like a 
demolition derby, and it's up to you 
to race and take them out of action. 

Overall, Dillon's Dead-Heat 
Breakers feels like an attempt at a 
fresh break for the character/series 
while retaining many familiar 
elements. As indicated by the 
dropping of "Rolling Western" from 
the title, it no longer takes place in a 
Wild West-styled scenario, but now a 
post-apocalyptic one somewhat rem- 
iniscent of Mad Max. In fact, these 
may not even be the same Dillon and 
Russ we've come to know in previous 
installments, but rebooted versions 
in a new-yet-similar world. 

This is further reinforced by how 
Nintendo has chosen to market the 
game. Dead-Heat Breakers is the 
first Dillon game to receive a retail 
release (albeit only in Europe and 
Japan), and carries a price tag to 
match. Whereas Dillon's Rolling 
Western and Dillon's Rolling Western: 
The Last Ranger are available for 
$9.99 and $10.99 (respectively) in 
the 3DS eShop, Dead-Heat Breakers 
commands a whopping $39.99 — four 
times the price of the original, and 
one of the most expensive eShop 
exclusives Nintendo has released to 
date. 

While it may be the best game in 
the series to date, the price differ- 
ence might be as tough for some to 
swallow as veggies are for Dillon. 

— DAVID 
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The Return of a Classic Curse 
BLOODSTAINED: CURSE OF THE MOON 


THE CURTAIN HAS yet to rise on 
Koji Igarashi's Bloodstained: Ritual of 
the Night, but fans rapt with antici- 
pation have been rewarded for their 
patience with a generous pre-show 
engagement. One of the Kickstarter 
campaign's final stretch goals was a 
retro-themed companion game, and 
who better to compose old-school 
entertainment than the pixel art 
maestros at Inti Creates? 

If Ritual of the Night is the torch- 
bearer for the open-world "Igavania" 
style, Curse of the Moon channels 
the soul of "Classicvania" with a 
short yet robust tribute to the NES 
masterpiece Castlevania III: Dracula’s 
Curse. We're talking eight levels of 
8-bit Gothic horror honoring 
Konami's venerable vampire-hunting 
franchise, while, as is Inti Creates" 
MO, appealing to the expectations of 
the modern player. The result is an 
adventure that accurately encapsu- 
lates our rose-tinted memories, yet 
not so much the harsh reality. 

You begin your journey in the 
shoes of bitter demon-hunter 
Zangetsu, and over time you cross 
paths with three potential travel 
companions: the Shardbinder 
Miriam, the alchemist Alfred and the 
shape-shifter Gebel, each a direct 
parallel to the playable cast from 
Dracula's Curse. Naturally, you'd 
want to recruit these individuals into 
your crusade, but you are also given 
the option of leaving one or all 
behind. Not having access to their 
unique abilities and their individual 
health meters may make the trek a 


bit tougher and lock out character- 
specific shortcuts, though the 
freedom it allows to customize your 
degree of challenge is welcome. 

The general control scheme 
likewise takes a page from the 
classics. For example, in the 
Castlevanias of old, you couldn't 
reverse your momentum in mid- 
jump, and the same holds true here. 
But overall, movement feels a lot 
more brisk and fluid than before. 
Whereas the simple act of walking in 
Castlevania gave the impression of 
wearing lead-lined boots, our heroes 
in Bloodstained have some pep in 
their step. You can also jump directly 
onto stairwells in this latest romp — 
a small but significant improvement 
that expedites progression. 

Also included in the interest of 
custom difficulty scaling are Veteran 
Mode and Casual Mode. The former 
retains some of that retro brutality 
by making enemies not only deal 
double damage but also inflict 
knockback — careful around bottom- 
less pits, lest an errant fireball slap 
you into the abyss! In contrast, 
Casual removes knockback, grants 
extra weapon points and makes lives 
unlimited. And the best part? There's 
no penalty for choosing the more 
relaxed path or even switching 
modes when loading a save file! 

Even in Veteran, the challenge 
never approaches the unfair 
plateaus of yesteryear, which reveled 
in punishing players via ill-conceived 
enemy placement and unanticipated 
death traps. The one area where 
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Curse of the Moon slips concerns 
bosses, which are otherwise quite 
varied and clever — from a living 
treasure chamber whose piles of 
gold must be whittled down to form 
traversable steps, to an electrified 
speed demon whose nearly unde- 
tectable attacks can only be avoided 
by standing on the room's single 
untargeted platform. The issue lies 
with the desperation attack they 
perform once their health is 
depleted — the proper counter 
method is not always obvious on the 
first (or sometimes even second) 
encounter. What a kick in the pants 
for victory to be snatched away 
because you didn't instinctively know 
a column of deadly light would spon- 
taneously envelop three quarters of 
the screen! 

You're rewarded for your perse- 
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verance with one of multiple endings 
and possibly even a new gameplay 
mode, dependent on your party 
composition when you finally 
encounter the Big Bad. Something I 
didn't realize on my initial play- 
through, however, is that you aren't 
limited to just recruiting or leaving 
behind rescued characters as in 
Dracula's Curse. The third option? 
Kill them! By striking down would-be 
allies, Zangetsu absorbs their souls 
and gains otherwise inaccessible 
abilities. Not only does this open up 
even more endgame possibilities, it 
further highlights Zangetsu as a 
morally dubious figure driven not by 
justice but by hatred. How much of 
his characterization here will be 
reflected in the main Bloodstained 
story, | wonder? 

For a game developed as a 
prologue to a much grander adven- 
ture, Curse of the Moon is no mere 
distraction, giving players of all skill 
levels plenty of incentive to tackle 
multiple runs. And if Konami won't 
give us our Castlevania fix, at least 
we know its legacy is in bloody good 
hands! - TONY 
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Our primary (anti-)hero is a katana-wielding swordsman from the East 
who seeks vengeance upon the demons for inflicting him with the 
titular Curse of the Moon. Zangetsu doesn't have a true counterpart 
amongst the Castlevania III cast, but what he does possess is the 
longest health bar and fastest attack speed of the Bloodstained crew 
...and should he elect to draw innocent blood, he can gain a crescent 
slash, a nimble dash and a double jump. 


ALFRED 


The Sypha Belnades of the party, with his excruciatingly slow rod swing 
and pathetically short life bar, is easily the least capable in physical 
combat. But when he weaves his alchemical spells, he's a force to be 

reckoned with! Alfred can summon an illusory doppelganger, generate 

a flaming barrier that persists even when you swap characters, hurl а 
homing ball of electricity and launch a frost blade that can instantly 
freeze then shatter any non-boss enemy with a follow-up strike. 


MIRIAM 


The main character of the upcoming Bloodstained: Ritual of the Night 
plays a supporting role in this adventure. Though Miriam too suffers a 
demonic curse — one slowly crystallizing her entire body — that doesn't 
prevent her from doing her best Trevor Belmont impersonation and 
snapping a long-range whip with ease. She boasts the highest jump, as 
well as a slide for entering narrow passages, and she can juggle an 
assortment of sub-weapons like daggers, axes and sickles. 


Plagued by an advanced state of the same curse as Miriam, Gebel will 
eventually descend into villainy once Ritual of the Night arrives. For 
now, he joins Zangetsu and company in their demon-hunting pursuit as 
the Alucard stand-in. Not only can he launch a trio of bat-shaped pro- 
jectiles in an upward arc, he can also transform into a bat himself to 
cross impassable chasms — as long as there are plenty of weapon 
points left in the bank! 


IF ANYONE'S GONNA RUIN 
YOUR NIGHT, MAE IT 
REALLY SHOULD BE YOU. 


You Can't Go Home Again 


FOLLOWING AN ADORABLY 
animated cat named Mae, you'd be 
forgiven for thinking Night in the 
Woods serves as a lighthearted 
adventure game with kid-friendly 
animals — when in reality this game 
deals with far more mature themes. 
We're talking the trials of young 
adulthood, dealing with depression 
and the struggling middle class. 

Basically, Night in the Woods is 
more about being than it is about 
doing. Mae has dropped out of 
college for an undisclosed reason 
upfront. She's back in her small 
hometown and living once more out 
of her parent's attic. Quickly, she 
hooks back up with her high school 
crew, like Gregg Lee (a fox) and Bea 
Santello (a gator). 

Getting reacquainted with her 
friends and hometown serves as the 
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general day-in and day-out of Night 
in the Woods. Mae wakes up, chats 
with her mom and then hits the gor- 
geously animated Possum Springs 
for some very light 2D platforming — 
though how exactly Mae spends her 
time there is up to you. 

For instance, that can mean 
stopping to chat with every neighbor 
and even exploring the rooftops of 
the town. Up there is where you'll 
find Lori Meyers (a mouse) and Mr. 
Chazokov (a bear), with the latter 
letting you use his telescope to 
explore constellations. But eventu- 
ally, what really matters is Mae 
hanging out with her best buddies. 

You can get into trouble with 
Gregg — they refer to the trouble as 
crimes — or chill with the serious and 
sarcastic Bea. But what begins as 
lighthearted banter between old 
friends will lead to self-discoveries 
and painful memories. It's impres- 
sive how Night in the Woods uses 


animals to explore humanity so well, 
especially in regard to the awkward 
phase between teenager and adult. 

It works because Mae isn't 
perfect, but instead an impulsive and 
stubborn character with apparently 
quite the temper. Slowly, she also 
has to confront her depression as 
well. But that's not all. The game's 
whole cast is fully fleshed out. You 
will undoubtedly think of someone in 
your life who resembles Gregg. He's 
a dude who's always down to party 
and chill, with a positive attitude to 
match (unless he's working). 

In fact, it's the cast that makes 
Night in the Woods so memorable. 
While there is a mystery storyline 
that starts with a severed arm and 
heads into the supernatural, what 
sticks with me is Mae's interactions 
with Possum Spring's residents and 
streets. 

I was curious whether the 
homeless cat Bruce would find a 
place in Possum Springs. | worried 
about how Pastor Karen was holding 


up while trying to help him. | ached 
for Mae's parents, who financially 
overextended themselves for their 
daughter. And | empathized with how 
so many of the residents found 
themselves losing their jobs and 
ending up at the grocery chain, Ham 
Panther. 

That said, Night in the Woods defi- 
nitely feels monotonous at times. 
While this might be intentional to 
mimic the daily goings-on of life, that 
doesn't excuse the game's lulls. | cer- 
tainly found myself wishing that the 
pacing picked up in spots. 

But time has been kind for Night 
in the Woods. As distance grows 
between when | wrapped up Mae's 
story, my fondness grows for the 
game. I find myself forgetting about 
its doldrums and instead remember- 
ing the lovable and flawed cast of 
characters. — EVAN 
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Face Your Childhood Fears 


HORROR IS A hard genre to get 
right in any medium. Too much gore 
and you turn off a lot of your 
audience. Too many jump scares and 
you're relegated to a "lesser" 
subgenre. It's a tough act to balance, 
but Little Nightmares manages to 
nail just about every good facet of 
horror tonally, while mixing in some 
decent puzzle/platformer action to 
boot. 

My favorite part of Little 
Nightmares is that it's never in your 
face. Even the start of the story 
manages to nail a sense of loneli- 
ness, as your avatar, a little girl 
named Six, wakes up in an aban- 
doned alley. As you acclimate to the 
game's floaty physics and jumping/ 


grabbing mechanics, even more sick 
and twisted themes come to light, 
ramping up with the same pace that 
you're learning how to navigate 
some of the game's trickier sections. 

It's a thing of beauty to watch 
unfold, especially in terms of the raw 
fear factor of it all. Starting off side- 
stepping deadly worms is a nice 
touch, and before you know it it's off 
to the races with some of the most 
malformed and twisted creatures 
that have graced gaming to date. All 
the while you're unraveling a sort of 
meta-narrative involving Six and her 
would-be tormentors, which in the 
end presents more questions than 
answers. 

While a lot of folks will likely be 


turned off by the shadowy nature of 
it all, it really helps define Little 
Nightmares as a whole. You never 
really know what could be around 
the next corner, as the game is more 
about the journey than anything. 
That isn't to say the journey is 
perfect, however, as there are some 
sections that are incredibly slow and 
don't add much in the way of fur- 
thering anything, mechanically or 
plot-wise. 

This is especially evident at the 
start, as some of the earlier sections 
can feel like a slog, like mere 
padding until you get to the good 
stuff. Once you hit that first major 
"wow" moment in the narrative, 
some of that boils away — but then 
it's back to another little-too-lengthy 
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section. | found Little Nightmares to 
be much more enjoyable with 
regular breaks, which is easy to do 
on the portable Switch. 

As you may have noticed, there's 
a "Complete" bit in that full moniker, 
which entails three full story DLCs in 
addition to the core campaign. The 
concepts behind these add-ons is, as 
Little Nightmares tends to embrace, 
interesting, even if it doesn't fully 
stick its landing. Without spoiling 
anything outside of the basic 
premise, these three miniature 
stories deal with a side character, 
whose journey is taking place in 
tandem with our heroine's. As such a 
lot of its mechanics and plot points 
are retreads, in an attempt to bolster 
the main event. 

Not only is it important that you 
finish this string of DLC after the 
campaign, but you should also 
temper your expectations. There are 
a few cool moments in each segment 
for sure, particularly when it comes 
to the exceedingly vague (in a good 
way) advancements of the lore, but 
they're so fleeting that they almost 
come across as a half-measure. 
Clocking in at roughly an hour each, 
the DLC doesn't get that much room 
to breathe. Little Nightmares stands 
tall completely on its own though, so 
1 see the inclusion of these miniature 
stories as an extra, not a detriment. 

Little Nightmares is a bit of a 
quandary, as it's both a relaxing, 
floaty platformer and an unsettling 
portrait of the macabre. If you're 
looking for a unique experience, it's 
definitely worth taking a punt on, 
especially if you've been on the fence 
— given that the Switch edition is 
indeed complete. - CHRIS 
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Parody & Permadeath 


IF THERE'S ONE thing 
Streets of Red: Devil's Dare Deluxe is 
not, it's a game for casual players. 
Sure, there's a "Casual Mode" found 
among the three different settings, 
but don't be fooled: Your efforts will 
all be for naught if you have any 
desire to see the ending, as in classic 
Konami style, you're instead greeted 
with a virtual "Must be This Good to 
Ride" sign (not literally) upon com- 
pletion, letting you know that unless 
you're all-in, then you've got no 
business being here. 
This should perhaps come as little 
surprise to anyone who's read up on 
the game prior to its launch, as it 
prides itself on presenting an arcade 
style of difficulty by way of its per- 
madeath feature. Basically, in this 
game, you have but one life to live: 
Die, and that's it — not only is your 
game over, but your save file is toast, 
too. 
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There are, however, some ways to 
get around this. The first way is 
through raw currency earned from 
bashing in baddies' brains, which is 
basically used as a surrogate for 
pumping quarters into an arcade 
machine to keep going — and the 
more you can finish at once, the 
greater the rewards you'll reap. 
However, that same currency can 
also be used to purchase various 
power-ups for your character as well, 
forcing you to fight effectively and 
spend wisely. In addition, some items 
you can purchase have restorative 
and other qualities to help you last 
longer in battle, so there's that to 
consider, too. 

Up to four players (from among 
six characters, two of which are 
unlockable) can participate in the 
adventure, but before you think you 
can use the numbers game to your 
advantage, the difficulty of course 
scales to how many are in your 
troop. 
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Furthermore, you'll have to weigh 
your options as you go through each 
stage. Unlike most beat-'em-ups, 
you're given the power of choice 
here, but you'll have to choose 
wisely, as each stage — regardless of 
order — will be longer than the last. 
That means the first one you choose 
will have one area, the second two, 
and so on. And the longer you keep a 
given stage's boss waiting, the more 
powerful they'll be for their fight. 

This means that if there's a partic- 
ular boss who is giving you trouble, 
you may want to go through their 
stage sooner to hopefully nerf them 
a bit. This also adds to the replay 
value with a certain touch of rogue- 
like flavor, even though the stages 
aren't procedurally generated. 

Speaking of the stages, one thing 
you'll notice throughout the game is 
a lot of brown, possibly a sepia tone. 
There is not a lot of color in this 
game, save for said brown, the occa- 
sional splash of blue, and keeping 


true to the title, copious amounts of 
red. But even despite your mission to 
paint the streets with the blood of 
zombies, the game doesn't really do 
much to push itself past a T rating, 
save for an odd thing or two I'm not 
even sure I can really describe here. 

That said, the game has quite a 
bit of personality through all the ref- 
erences it makes, from playable 
characters ranging from a Knight 
wielding a Shovel and a Hero who's 
Mastered his Sword to a not-Jason 
Voorhees boss wielding a Buster 
Sword like a butcher knife. There are 
even references to Internet person- 
alities, including a fairy named Ivan 
and a boss who is none other than 
"Jim ****ing Sterling, Son." 

All in all, it's a fun and solid if not 
outstanding package, and definitely 
worth a look. — DAVID 
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After an absence of eight long years, the original Blue Bomber is finally teleporting back into 
action! His caretakers at Capcom haven't simply redeployed the same old robot, though — his 
Mega Man 11 incarnation has been retooled and rebuilt to be better than ever. Let's look back 
across his first 10 adventures to recall where his returning traits were first engineered — and 
reflect on a few of his old components that are probably better off left in the past! 
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MEGA MAN 


MAYBE IT’S THE laughably bad U.S. box art, or the fact that it’s the 
shortest game in the original series, but for whatever reason, the first 
Mega Man doesn’t get much praise these days. That’s a darn shame. 
Not only does Mega Man 1 deserve credit for introducing us to 
timeless characters like Rock, Roll and Dr. Wily, but it’s also the birth- 
place of many mega-institutions that we now take for granted. The 
iconic level selection screen, the ability to get weapons from defeated 
bosses, discovering which of those weapons work like kryptonite 
against other Robot Masters, the concept of disappearing block plat- 
forming puzzles, Mega Man's iconic sprite, his signature moves like 
the teleport and his instantly transforming arm-to-gun blaster... the 
list goes on and on. 

Not only was Mega Man 1 the first of its kind, but in some ways, it's 
also the best. Take the Magnet Beam, for instance. At first glance it 
looks like an optional item, just sitting there behind some blocks in 
Elec Man's stage, but it's actually one of the coolest forms of trans- 
portation in the history of gaming. It allows you to fire a thick laser of 
any length that, strangely enough, doesn't actually damage enemies. 
Instead, it creates a solid form of light that you can run on top of for a 
limited time, allowing you to generate platforms wherever you wish. 
Just imagine being able to shine a flashlight, and then run on top of 
its glowing ray of energy! That's how cool Magnet Beam is — though, 
while using it, you're completely defenseless, making it even tougher 
to protect yourself from being knocked into death traps. 

Speaking of death, few games in the series are as willing to kill the 
player like the original Mega Man. Rows of spikes and bottomless pits 
are all over the place, and worse, there always seems to be an enemy 
nearby who was made specifically to try to knock you into one. The 
constant challenge and risk here is a turn-off for many, but if you're a 
fan of the BITTRIP Runner series or 1001 Spikes, then this is the kind 
of stress you crave. The nail-biting tension reaches its climax a bit 
before the very end of the game, in a battle against a big blobby 
cyclops named Yellow Devil. The first time you see him, he will kill you 
in a matter of seconds. Then, after several tries, you may eventually 
learn how to damage him, giving you a slim glimmer of hope for 
victory. In time, with a lot of practice, most players will be able to 
beat him without taking a hit. This fight epitomizes a brand of trial- 
and-error skill building that became a core element to the series, and 
later, the "masocore" gaming sub-genre that it inspired. 

On top of all that, this hugely influential game was made by just 
seven people! That's about average for an indie team in 2018, but 
keep in mind that this was in 1987, a time when the tools for game 
development weren't anywhere near as advanced or user-friendly as 
they are today. This small pack of creatives had initially considered 
calling their Astro Boy-inspired hero "Rainbow Man" or "Knuckle Kid" 
before deciding on the name Rockman, which was changed to Mega 
Man for territories outside of Japan. Otherwise, English speakers 
might have expected the game to star someone like The Thing from 
Marvel's Fantastic Four. 

Capcom took a pretty big risk on the Blue Bomber back then, but it 
paid off in a big way. Now 31 years and over 100 games later, Mega 
Man is still rocking, arguably harder than ever, and this is where it all 
started! —JONATHAN 
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MEGA MAN 2 


WHEN YOU THINK of the era of the NES, Mega Man 2 is one of the 
first games that comes to mind. The art style and music have come to 
practically define the 8-bit generation. You're probably humming the 
tune to Dr. Wily's castle right now, aren't you? Admit it. You are. 

When you first turn on the game, you hear a slow rendition of 
MMT1's ending theme playing over a starry cityscape. As the camera 
pans up one of the futuristic skyscrapers, the music ramps up until 
you see the Blue Bomber himself standing on the roof. That's when 
the music explodes into the dynamic, adventurous main theme. It's a 
song that just screams, "Heck yeah! Let's go save the day!" Any kid 
who played it was hyped just from that first minute alone. 

From there you get to choose from eight Robot Masters to defeat in 
any order, a step up from the six in the original game. Each world felt 
so different from one another and had their own gimmicks. If you 
wanted to fight Air Man, you had to prepare for a lot of platforming 
over a huge bottomless pit! For Bubble Man's stage, you had to get 
used to the strange water physics that allow you to jump ridiculously 
high. The interactivity between the different weapons and levels also 
served as a nice reward for gaining a power. Having trouble dodging 
those insta-kill lasers in Quick Man's stage? Just defeat Flash Man and 
use the Time Stopper to freeze those lasers in place! The freedom to 
handle the stages in your own way gave each weapon its own use, and 
gave players the chance to challenge themselves however they 
wanted. 

The Robot Masters themselves were a blast too. What's their attack 
pattern? What weapon works best on them? Okay, sure, the "best 
weapon" was usually just "hundreds of Metal Blades," but that was 
just another fun trick to discover as a kid! Still, it was satisfying to 
learn that firing Bubble Lead at Heat Man would put him into an 
attack loop, or that Air Shooter would almost instantly defeat Crash 
Man. 

When all eight Robot Masters fell, it was time to take on Dr. Wily's 
castle. You're humming that theme again, aren't you? Hey, | can't 
blame you! What made these stages great is that they test your 
knowledge of your weapons. Your arsenal was put to use, be it to fend 
off enemies, break walls to access power-ups or even to test if the 
floor was solid enough to walk on. But what's even better is that the 
bosses were so HUGE! After eight stages lorded over by relatively tiny 
Robot Masters, you get to the first Dr. Wily level and find yourself 
hopping on blocks in a dark void. Suddenly a massive robotic dragon 
teleports in and gives chase, leading to a battle where it tries to knock 
you off the small platforms with its giant flames! | mean come on, 
how cool is that? Then, when you finally caught up with the doctor, he 
appeared to melt into some kind of weird alien creature! And then 
you had to beat that alien with the weapon that's the most difficult to 
use! When it was all over, you're treated to a scene of Mega Man 
walking home, reflecting on his adventure, all while some lovely 
chiptune music plays in the background. 

What makes Mega Man 2 special is that while it's difficult, it's an old 
game you could figure out without a manual. With the new password 
system and E-Tank items, you were given the tools to figure out and 
overcome any challenges presented to you. It was just a matter of 
trying different things in different situations, sometimes against giant 
robot dragons. And really, isn't that what life's all about? — LINDSEY 
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MEGA MAN 3 


THERE I WAS, standing in the Denver Convention Center at Nintendo 
PowerFest '90 — where I'd heard that new games would be shown and 
you could even play some of them! Out of the corner of my eye I spied 
Mega Man 3. Like many, Mega Man 2 was still fresh in my mind, so to 
play a sequel so soon was mind-blowing to my 9-year-old self. There 
were assuredly other game demos and videos there, but all were 
overshadowed by the Blue Bomber's next big hit. 

If | remember correctly, you were only able to play the Gemini Man 
and Snake Man stages, and only for a short time. 1 watched others get 
through portions and then tried to do better with my advanced knowl- 
edge. It was a dream come true, even after Super Mario Bros. 3 and 
Final Fantasy had come out that same year. 

Mega Man 3 expanded on all aspects of the previous two games. 
First, an added story — as Dr. Light and Dr. Wily had called a truce to 
work on Gamma, a giant peace-keeping robot. (One could argue why a 
peace-keeping robot needed to be giant, but | digress.) Light and Wily 
also made this game's Robot Masters together for the purpose of 
mining for the eight elements needed to power Gamma on off-world 
planets! None of it matters though, as Wily absconds with the project 
and uses it for his evil plans. 

We also saw the introduction of the mysterious Break Man, who 
ended up being Proto Man, Mega Man's brother. Instead of numbered 
machines to aid in platforming, this third game added a dog! The 
Rush Coil, Rush Jet and Rush Marine helped Mega Man through many 
rough patches, and an added ability to slide enhanced our hero's 
exploration of some levels. 

The Robot Masters felt more dangerous this time somehow, with 
rogues like Needle Man, Hard Man, Shadow Man and Spark Man. (1 
guess Top Man and Magnet Man make up for that, though.) Enemies 
were even bigger than before, oftentimes taking up whole screens. 
Mega Man was even forced to go back into four stages to fight the Doc 
Robot: a fiercesome foe who'd downloaded the attack patterns and 
weapons of the Robot Masters of Mega Man 2! The levels were also 
partially destroyed after your battle with the previous Robot Master, 
sometimes with huge gaps only the Rush Jet could traverse. Mega 
Man had quite the gauntlet to prevail over before reaching Dr. Wily's 
castle. Traditionally you had to fight all eight Robot Masters again in 
the castle, so players had to best 24 Robot Masters to get to Wily this 
time. If you factor in the few times you also had to fight "Break Man," 
the tally is even higher. Difficulty was very high for this outing! 

Nothing in gaming had prepared me for the final boss, though. You 
only ever saw the top half of Gamma, but you could imagine his sheer 
immensity by the size of his fists — that turned out to be the only way 
to reach the weak point on his head. Scrambling to try every weapon 
you had to see what penetrated the glass was a desperate effort, until 
you realized that it tends to be the lamest weapon with the worst 
range that typically does Wily in — in this case, either the low-range 
Search Snake or the no-range Top Spin did the trick. 

My favorite level music track happens to be Spark Man's, and my 
favorite level design is Gemini Man's, which together solidify why this 
game is my favorite of the series — though it's Keiji Inafune's least 
favorite, due to its tumultuous development and harsh deadlines. 
Despite this, the project was incredibly ambitious and formative for 
entries to come, and it remains a vital playthrough. — BRETT 
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MEGA MAN 4 


MEGA MAN 2 was a tough act to follow. Despite the fact that it was 
created in a short period of crunch, it was heralded as the perfection 
of the Mega Man formula immediately, so much so that fans con- 
stantly reference it and blast its Wily Theme above all other Mega 
musical renditions. But it wasn't until later games that we really 
started to see the Mega Man formula as we know it blossom and 
grow. The third iteration gave us sliding, Proto Man and Rush, facets 
that are arguably three of the most important parts of Mega Man's 
identity. But it wasn't until the fourth game that we got Mega Man's 
charge shot, which would live on for years in just about every sub- 
series, most notably Mega Man X. It also gave us the Dr. Wily fake-out 
and Eddie, among several of its best levels to date. 

Mega Man 4 is an odd beast. When I think of it my mind immedi- 
ately goes to the rainfall of Toad Man's stage, and that memorable 
8-bit charging Mega Buster sound. Then it starts roaming into the 
trash heaps of Dust Man's level, Skull Man's multi-tiered labyrinth and 
Pharaoh Man's theme-perfect pyramid. It has some of the low-key 
best level design in the history of the series, as well as some of the 
more ingenious Robot Master weapon rewards. Just as previous Mega 
Man games had set the stage for 4’s improvements, 4 in turn experi- 
mented with the open level design found in Mega Man 6, with full-on 
alternate paths to follow in several arenas. Through the return of 
Rush, as well as the addition of the Wire Adapter (a grappling hook) 
and the Balloon Adapter (what else, a balloon that rises!), Mega Man 
4 offered an unprecedented degree of freedom. 

Bright Man's Flash Stopper is a standout, as it wonderfully pays 
homage to Flash Man's Time Stopper, while implementing its own 
twist, allowing Mega Man to fire his Mega Buster during its duration. 
Pharaoh Shot is also unique in that it plays off of Mega Man's charge 
shot, similar to Heat Man's Atomic Fire in Mega Man 2, and can be 
fired in multiple directions to hit hard-to-reach enemies. In another 
nod, Skull Man's Skull Barrier takes a page from Wood Man's Leaf 
Shield, but allows for movement, making it a little more interesting to 
use. Mega Man 4's theme, illustrated best in its use of weaponry, can 
be summed up as refinement. 

Perhaps the most interesting bit of Mega Man 4 is its use of Dr. 
Cossack as the ultimate fake-out. There's actually an involved narra- 
tive at play here, more so than the previous one-note "go get Wily" 
campaigns. As it turns out, Dr. Wily has kidnapped Dr. Cossack's 
daughter Kalinka, forcing him to become a villain if he wants her 
safely returned. Proto Man fully embraces his good guy nature and 
works with Mega Man to expose the truth and take down Wily. For an 
NES romp that involves very little in the way of cutscenes, it's a pretty 
elaborate plot for a platformer. The twist was made even more 
exciting as you made your way through both Dr. Cossack's citadel and 
Wily's castle, and | still remember the audible laugh | belted out after 
playing it for the first time. 

As Dr. Cossack spouts in the opening: "I am Dr. Cossack. You may 
not have heard of me, but soon the world will know my name." Mega 
Man 4 might not be as fondly remembered as the rest, but it 
cemented several key aspects of Mega Man's soul. If you haven't 
played it yet, you can catch it as part of the Mega Man Legacy 
Collection that was just recently released on Switch! — CHRIS 
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MEGA MAN 5 


THEY SAY THAT beauty is in the eye of the beholder, and from what 
l've seen over the years, so is the subjective quality of each Mega Man 
game. Our coverage of the series in this very issue of NF is a perfect 
example. From the looks of it, Lindsey sees Mega Man 9 as one of the 
best the franchise has to offer, while Neal is a little lukewarm on the 
game. Likewise, Chris clearly has a strong appreciation for Mega Man 
4, while | despise it. To outsiders, every game in the series looks 
pretty similar, but just like an expert on boy bands might be quick to 
tell you that One Direction are geniuses but that 98 Degrees are tal- 
entless hacks, Mega Man fans see things in our beloved franchise that 
others just can't understand, for better or worse. 

Mega Man 5 is infamous for inspiring this kind of mixed reaction. 
Some fans think it is obviously the worst game in the original six on 
the NES, but NF Boss Master Lucas and | absolutely love it. | see 
where the detractors are coming from, though — Mega Man 5 is the 
first game to add very few new concepts to the formula. The only big 
additions here are a flying platform item called the Super Arrow, a 
new bird buddy named Beat and a charged standard shot that's 
actually a little weaker than before. People were also frustrated with 
the bait-and-switch plot twist toward the end, as it's nearly identical 
to the turn taken in Mega Man 4 before it (and again in 6 after it). 

None of that matters much to me, though. When | play a Mega Man 
game, I look for three things: tough-but-fair difficulty, plausible-yet- 
imaginative stage and boss themes and cool-but-balanced new 
weapons. When it comes to all that, Mega Man 5 can hang with the 
best of them. Keep in mind, when I first played it | was coming off of 
Mega Man 4, which I feel has some of the least creative and logical 
bosses in the history of video games. If all the bosses in the series 
were presumably designed to do more with their lives than just kill 
Mega Man, then please tell me, what practical purpose could Ring 
Man ever hope to serve? If we already have Flash Man in our lives, 
what in the world do we need Bright Man for? And what makes Skull 
Man think he's so special? We've all got skulls, man. Just because 
yours is on the outside of your face means you get to be a boss? 

Though many of them are unabashedly goofy, Mega Man 5's bosses 
and stages don't grind my gears in the same way. Gravity Man's stage 
is one of the most innovative in series history! It inverts gravity to 
force Mega Man to run, jump and slide all upside-down on the ceiling, 
which was a marvel to behold a quarter-century ago. We probably 
wouldn't have indie classic VVVVVV without it! Star Man's stage plays 
with gravity too, sort of like Bubble Man did in Mega Man 2, but now 
with a unique sci-fi twist, letting our hero achieve massive leaps in the 
low gravity of outer space. Then Wave Man gave us a quality water 
level without directly copying anything that came before it — though 
ironically, part of it was reproduced, screen-for-screen, in Splash 
Woman's stage in Mega Man 9. 

Most of the game isn't very groundbreaking, but it's smartly 
designed, it has great music and it introduced enough refinements 
and improvements to make it a blast from start to finish. The 
weapons you gain from bosses are also fun and useful, and thanks to 
a slightly de-powered charged Mega Buster, you'll actually be inspired 
to give them a "shot." All that combined with a storyline that pits 
Mega Man against his mysterious anti-hero brother makes Mega Man 
5 a special game! Ignore the haters! — JONATHAN 
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MEGA MAN 6 


IN THE WORLD of video games, two years can feel like an eon, 
especially when spent slumming on legacy consoles while all the cool 
kids have upgraded to the newest hot boxes. Super Nintendo had 
been riding the retail wave for nearly five months when Mega Man 4 
landed in January 1992 for what was assumed to be Rock's final 
hurrah on NES. Imagine fans' frustration when little boy blue was still 
holed up in the 8-bit ghetto two years and two sequels later! Off the 
top of your head, how many other video game series have had six 
numbered titles on a single hardware platform? Not many, | gather? 
Without a doubt, concerns that the franchise was being milked had 
reached their zenith by this point. In fact, Capcom U.S.A. was so con- 
vinced that Mega Man 6 wouldn't sell that the company refused to 
publish it in North America — Nintendo wound up picking up the 
slack! (And Nintendo of Europe didn't even bother at all!) 

Is this tarnished reputation warranted? Certainly not! For years, 
l've been telling anyone who's willing to listen that Mega Man 6 is 
objectively the best of the NES installments. The gulf in quality from 
the first Mega Man to the sixth is a testament to Capcom's hardware 
mastery. We're talking about rich backgrounds that often change 
when you revisit previously cleared levels, detailed spritework that 
has no equal in the console library and a breathtaking score by 
composer Yuko Takehara that nobody ought to sleep on when discuss- 
ing the best tunes in the series. (Just listen to the spaghetti western 
ambience of Tomahawk Man's Restricted Area and tell me you don't 
hear galloping hooves in the drum track!) 

The Robot Masters this go-around hail from various real-world 
countries — such as Flame Man from Saudi Arabia and Centaur Man 
from Greece — and each sport exaggerated features that lend a satiri- 
cal quality akin to Punch-Out!!. (You can't help but smile at Japan's 
honorable Yamato Man as he tosses his single spearhead then runs 
over to pick it up!) As in prior Mega Man games, boss designs were 
the result of an art contest in which children submitted the Robot 
Masters of their dreams. Previously exclusive to Japan, this latest 
contest incorporated North America when Capcom teamed up with 
Nintendo Power — a four-page spread in Nintendo Power Issue #44 
showcased some of the better entrants. When the dust settled, 
Canada's Daniel Vallée and the United States' Michael Leader earned 
the privilege of challenging the world with their respective creations, 
Knight Man and Wind Man! 

Beyond the surface polish are some fun mechanics that wound up 
not seeing a lot of reuse in later sequels. Several Robot Master stages 
feature branching paths that lead you to "true" bosses, whose defeats 
are key to accessing Rock's trusty attack bird Beat. The late-game 
fortress levels also featured a few split paths, opening up possibilities 
for future replays. Then there are Rush's new transformations, which 
swapped out the familiar Rush Coil and Rush Jet for a pair of armors 
that turn Mega Man into a rockin' red beast who does not require 
Weapon Energy! Jet Mega Man demands more finesse than hopping 
on a hoverboard would, but allows for aerial acrobatics never before 
possible. Meanwhile, Power Mega Man exchanges long-range buster 
shots for close-range haymakers that can shatter giant blocks and 
even break through enemy shields — I highly recommend attempting 
a Power-only run if you want a fresh challenge unlike any you've 
experienced in the Classic series! — TONY 
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MEGA MAN 7 


FOLLOWING THE LAUNCH of the Super Nintendo Entertainment 
System in 1991, "Super" became the buzzword surrounding all sorts 
of new sequels and versions of titles that would come over to the 
platform from the NES. Super Castlevania IV, Super Ghouls 'n Ghosts, 
Super Adventure Island and so on. As such, it was only natural that 
eyes would be on Capcom to see what they had in store for a "Super 
Mega Man," as the Blue Bomber's 16-bit debut was often referred to 
in the press prior to an official announcement. 

Capcom took their time, though, and it wouldn't be until the very 
beginning of 1994 that the next generation of fighting for everlasting 
peace would arrive. And in some ways, it was different from what 
anyone expected. 

Mega Man X effectively rebuilt everything fans knew about Mega 
Man from the ground up. Set in a world 100 years beyond the six 
games we knew and loved for the NES, Dr. Light and all of Mega Man's 
colleagues and enemies alike had shuffled off this mortal coil. In fact, 
it wasn't even originally clear at the time, but we weren't even playing 
as Mega Man, rather the 2.0 to his Version 1.0, a free-thinking android 
(i.e. Reploid) named X. 

With a faster pace, darker tone, rich graphics, a killer soundtrack 
and more, Mega Man X was platforming perfection, effectively setting 
a standard that even its own sequels usually struggled to match, 
much less surpass. It was this standard that would become a problem 
of sorts come September of 1995. 

Mega Man 6 ended on an ominous note: "To Be Continued." While it 
could have easily been surmised (and likely was for a time) that this 
was simply referring to Mega Man X, it would become clear that 
Capcom was not yet done with the battles of their original mascot and 
his wild-haired antagonist. 

At the start of Mega Man 7, four Robot Masters set about their pre- 
ordained task of freeing their creator from prison. New characters 
appeared, including Dr. Light's new assistant Auto and the mysterious 
Bass and his robowolf, Treble. Stages followed the Game Boy conven- 
tion of being broken up into two sets of four, while the between-stage 
shop and harvesting of currency in order to purchase its wares 
carried over from the portable series as well. 

The 16-bit era had a certain affinity for creating bigger characters 
with more colors, and while Mega Man X did this to some degree, 
Mega Man 7 took it to another level with large sprites that would go 
on to provide a template for many a webcomic artist's original char- 
acters in the following years. In that sense, this was truly a "Super" 
Mega Man. But generally speaking, it was largely business as usual for 
the original Mega Man in his seventh console outing. 

unfortunately, that was what worked against it, as it was not espe- 
cially well received critically at the time. While analysis these days 
tends to focus more on matters such as the aforementioned larger 
sprites and how this affected the flow of the gameplay, a number of 
reviewers upon its release took issue with it being a "step backward" 
from the Mega Man X games that had preceded it, some seemingly 
oblivious to the idea that Mega Man and Mega Man X were two differ- 
ent entities across two different series with different abilities — even 
despite the numbers on the front of the box making that pretty clear. 

The end result is that many fans are divided on where Mega Man 7 
ranks among the entries in the series, even to this day! — DAVID 
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MEGA MAN 8 


IF MEGA MAN 1 is the New Hope of the series, then Mega Man 8 is 
its Phantom Menace. In other words, it's a beautiful mess. At its best, 
it skillfully defies tired franchise formulas. At its worst, it adds so 
much weird junk to the mix that it barely feels like a Mega Man game 
anymore. Most of the time, it does a little of both. 

Take the Mega Ball, a default sub weapon that's both an explosive 
soccer ball and incredibly small temporary footstool. There's nothing 
terrible about the thing, but it won't do much to spice up your life 
either. If you could just ignore it, then fine, but you're basically forced 
to use it right off the bat against the tutorial level's giant robot crab 
boss. A few levels after that you'll be drawn into some similarly 
tacked-on action, including some shoot-'em-up and rocket snowboard 
sections. Not only do they feel out of place, but they can be downright 
traumatizing. Want to see for yourself? Sneak up behind a veteran of 
the game and yell, "Jump! Jump!" or, "Slide! Slide!" then prepare to 
see them die inside ever so slightly. 

Then there's the acting. Good grief. It's not hyperbole to say that 
Mega Man 8 features some of the most charmingly bad, laugh-out- 
loud funny voicework in video game history. While most of the perfor- 
mances are more than a bit off, it's Dr. Light who really steals the 
show. Fans once imagined that Mega Man's dignified father figure 
might sound like Santa Claus or Obi-Wan Kenobi, but here he sounds 
like a cross between Elmer Fudd and Boomhauer, stumbling over his 
lines and mispronouncing nearly every other word. To this day, it's not 
clear if the comedy here is intentional or not, but regardless, this is a 
theatrical turn that you won't soon forget. 

All this acting is in service to a story that ultimately serves up 
nothing but nonsense. The plot centers around a robot alien named 
Duo who's on a mission to destroy Evil Energy from space. What's "Evil 
Energy," you ask? Who knows, but it's definitely not good. Therefore, 
Duo hates it, and of course, Dr. Wily loves it, so Duo teams up with 
Mega Man for yet another battle against the bad doctor and his many 
bad creations. If there were more to the story to help it stand out in 
some substantive way, then maybe the addition of Duo would feel like 
it was worth it. As it is, he's just a one-note character who shows up in 
cutscenes, as a boss fight in the middle of the game, and once more 
to steal the show from Mega Man just before the credits roll. He's 
truly the Poochie of the Mega Man series, complete with a nonsensi- 
cal blast off into space at the end, never to be heard from again. (Not 
in the core series, at least.) 

All of these off-putting creative decisions are set against a 
backdrop of amazing visuals. This is one of the most impressive- 
looking platformers Capcom has ever produced, putting it on nearly 
equal footing with video game animation classics like Metal Slug 3 
and Cuphead. The boss designs are also noteworthy, including the 
most monstrous and massive of Wily's Numbers (Frost Man), the first 
two-headed Robot Master (Search Man) and a creepy acrobat who 
threatens "to see you in [his] dreams" after he's already dead (Clown 
Man). In the Sega Saturn version, there are even secret battles 
against series veterans Cut Man and Wood Man, who look incredible 
in the game's 32-bit style. The fantastic graphics make it easy to 
overlook the game's off-key moments. 

Just be warned — not all of Mega Man 8 rocks, man. - JONATHAN 
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MEGA MAN 9 


IT HAD BEEN over 10 years since Mega Man 8, but in 2008 the Blue 
Bomber came back. While its predecessor focused on beautiful, elabo- 
rate spritework, fluid animation and a synth soundtrack, Mega Man 9 
was Clearly evoking the NES era with its cute little sprites, limited 
palette and fun chiptunes. And what a fantastic throwback it was! 

Dr. Wily spent four games pretending to not be the villain, only to 
embrace his evil intentions in MM7 and MM8. Mega Man 9 went all-in 
with the shout-outs to the older games, however, with Wily framing 
Dr. Light himself and leading the robots to rebel against humans by 
promising to make them "useful" again. This story was presented in a 
very tongue-in-cheek fashion, though, with Chun-Li of Street Fighter 
fame giving the televised news report on the robot attacks and Wily 
shamelessly asking the public to put money into his Swiss bank 
account to fund his own robotic creations. 

Then we got down to business and chose which stages to explore. 
Thankfully this game finally did away with the altered conventions 
presented in Mega Man 7, Mega Man 8 and Mega Man & Bass by just 
letting you pick any of the eight stages in any order you wished. 
Unlike previous games, these stages had a playful self-awareness that 
intentionally tried to trip you up at every turn. For example, in Galaxy 
Man's stage, you ran into an enemy that did nothing but grab you by 
the head and rocketed you into the nearest group of spikes. In Jewel 
Man's stage, you had to jump on swinging platforms that gained 
momentum when you walked to either side of them, forcing you to 
move them into position and carefully time your jumps so you didn't 
fall off. Every obstacle was like a fun little prank. 

The Robot Masters themselves added a new layer to the game, 
mixing traditional attacks with new twists. The best weapon to use 
against each one didn't simply do a lot of damage; it actually had an 
additional effect that made the fight easier. Tornado Man could fill the 
screen with tornadoes that could push you upward into the spiked 
ceiling, but if you equipped the Plug Ball, you could destroy those 
gusts and protect yourself as you attacked him. These battles were 
still tough, but the effects gave you more of a fighting chance. 

And speaking of the bosses, this game featured Splash Woman, the 
first-ever female Robot Master! She has a pretty cool design too, so 
maybe we'll see more characters like her in future installments. 

Just like in the Mega Man games of old, Dr. Wily's castle was espe- 
cially tricky and forced you to use every weapon you'd earned from 
each fallen foe. The stages were full of dangerous traps that required 
a lot of precise tricks to navigate. It even had some impressive bosses 
of its own. | mean, come on, a giant shark jet that had little cartoon 
robo-guns on part of its body? Sweet! | won't spoil the ending, but just 
know that it's definitely a laugh-out-loud moment for any lifelong fan 
of the series. 

Mega Man 9 is everything you'd want from a retro-style title and 
more. It nailed the look and feel of the old games — they even created 
hilariously inaccurate "box art" and put in an option to make the 
sprites flicker when there are too many of them on-screen at once! At 
the same time, it didn't hide behind the nostalgia and went out of its 
way to give players something new. Truly this was a celebration of 
what Mega Man used to be, all while building on that framework to 
make a truly enjoyable new experience. — LINDSEY 
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AFTER SPREADING THE Mega Man brand thin with countless 
spin-offs and cookie-cutter sequels, Capcom decided to right the ship 
with Mega Man 9, an 8-bit revival that discarded a lot of the recent 
bloat in favor of a back-to-basics approach in the vein of Mega Man 2. 
Despite a small handful of vocal detractors to the simplified direction, 
gamers welcomed 9 with open arms. Now that his reputation has 
been salvaged, Mega Man would naturally take the next step into the 
modern age. Right? 

Instead, 2010 gave us Mega Man 10, another 8-bit throwback in the 
vein of Mega Man 2. 

I’ve personally always preferred the NES look, but even | ques- 
tioned Capcom's decision to restart the assembly line process that got 
them into this mess in the first place. While hard numbers have never 
been shared, various comments from within the company indicated 
disappointment with 10's market performance following strong sales 
of 9. That, in conjunction with series producer Keiji Inafune's depar- 
ture from Capcom at the end of that same year, resulted in Rock's 
entering hibernation mode for the following eight years. 

But the game itself isn't that bad, is it? Probably another Mega Man 
6 situation, in which the game's strengths are overshadowed by its š 
reputation, right? Weeeeeeell . . kind of. Developed by Inti Creates as CAPCOM 


with 9, Mega Man 10 is a competent outing, packed with a ton of 
content for players who set their sights beyond the end credits, WiWARE DEBUT: MARCH 1, 2010 


though it often feels like the best ideas had already been imple- 
mented in its predecessor. Remember how 9 was revealed alongside 
the series’ first female Robot Master, Splash Woman? And who was 
10’s new poster child? Sheep Man! Yeah, | get the Blade Runner "Do 
Androids Dream of Electric Sheep?" reference; still, SHEEP Man!? 

In Capcom and Inti’s defense, they worked hard to present Mega 
Man 10 as a celebration of the franchise’s long history. Bass returns as 
a playable character alongside Proto and Mega, while the item shop 
appearances of robo-animal sidekicks Tango and Reggae are a wink 
toward hardcore fans. The narrative of a spaceborne plague causing 
robots to turn on their masters parallels the Maverick Virus from the 
X series. And at long last, the Mega Man Killers Enker, Punk and 
Ballade make their formal home console debuts — defeating them 
even unlocks their weapons for use in the main campaign! 

If it’s music that tugs at your heartstrings, note that the composers 
for the Robot Master levels are all notable series alumni. Nitro Man’s 
theme is scored by Manami Matsumae, Strike Man’s by Makoto 
Tomozawa, Blade Man’s by Akari Kaida and so on! Ironically, despite 
the stacked audio team, these tracks are not as immediately catchy as 
those from 2, 3 or even 9. It might take a few listens to gain a proper + + ` 
appreciation for the different direction. 

The Robot Master levels themselves similarly don't have that tanta- 
lizing spark that sets your spirit ablaze. The game does finally catch 
its bearings by the endgame, though, and in a big way. The Weapons 
Archive rooms that pit you against the souls of Robot Masters from 
adventures past, the radically improved music from Inti's internal 
sound crew, the map screen trolling as you approach the final stage — 
all help to construct, in my opinion, the best Wily Castle in the series! 

So yeah, Mega Man 10 is a bit uneven. But for the last original 
Mega Man until 11, it could have been much worse. (Can you © 
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MEGA MAN 11 


Built with the best parts of the past (and some new components too)! 


THE LAST TIME we heard about 
Mega Man 11 was all the way back in 
December 2017, in advance of the Blue 
Bomber's 30th anniversary during a 
special celebratory livestream. And, 
aside from some supplementary info 
throughout the month from Game 
Informer, the rest . . . was silence. 
until recently, that is! In the weeks 
leading up to E3 2018, Capcom saw fit 
to shed some light on what exactly it 
was we saw some six or so months 
ago, while revealing even more — but 
still keeping plenty more secret as we 


PUBLISHER/DEVELOPER: 
CAPCOM RATING: E10+ 
RELEASE: OCTOBER 2, 2018 


continue on toward our first pivotal 
piece of information: its release date 
of October 2, which also marks the 
deadline for pre-ordering to get an 
exclusive alternate soundtrack as 
downloadable content. 

As for the rest? Well, let’s take it 
from the top. 


СЕТ IN GEAR 

One of the more conspicuous elements 
of the original preview Capcom 
showed in December was the presence 
of three gear icons beneath the Blue 
Bomber’s life meter. Watching the 
video, you could get an idea of what 
they were about, but now we have 
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official confirmation and details. 

Called the "Double Gear" system, 
this was an invention of Dr. Wily’s from 
way back when he and Dr. Light were 
attending Robot University. After some 
bad dreams, Wily is inspired to bring 
this old project out of mothballs and 
use it in his newest batch of Robot 
Masters as he once again attempts to 
show up his old rival. 

Fortunately, Dr. Light has somehow 
managed to get his hands on the pro- 
totype for this system, and figures 
that if he installs it into Mega Man, 
then there might be a chance that 
Wily’s umpteenth robot rebellion can 
be halted. On the player side of things, 


Capcom has stated that while the 
Double Gear system may be beneficial 
to players, the stages have been 
designed so that use of it is not 
required for completion. 

Those who do partake in the 
marquee feature of Mega Man 11 will 
find some new abilities granted to our 
metal hero. One gear is the Speed 
Gear, which allows Mega Man to move 
with a quickness not unlike what he 
had when using Time Man’s Time Slow, 
wherein everything around him is 
reduced to moving at a crawl. 

The other gear, the Power Gear, 
allows the Mega Buster to be charged 
to a whole new level — overcharged, 
even, allowing him to unleash a 
furious strike of Charge Shots upon 
anything that stands in his way. Not 
only are the Mega Buster’s normal 
shots charged to an almost X-like 
level, but also like his futuristic coun- 
terpart (foreshadowing?), the special 
weapons acquired from fallen Robot 
Masters can be juiced up to almost 
absurd levels — such as amplifying the 
effect of the Block Dropper (more on 
that in a bit) so that instead of 
dropping a mere four blocks at a time, 
it drops 16. 

Finally, when Mega Man's health 
reaches a certain level, he'll be able to 
unleash the incredible full power of 
the Double Gear system, allowing him 
to activate both gears at once for 
optimal speed and power when the 
situation is at its most dire! 

With that said, this power comes at 
a cost. There's a reason we haven't 
seen it since Wily's school days: It puts 
a tremendous strain on a robot's 
systems, meaning you only have a 
short time to utilize its effects and 
shut it down before it overloads, hand- 
icapping Mega Man temporarily while 
it cools down. In his strained state, 
Mega Man's Buster can't be charged, 
leaving him with only normal shots. 
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GO GO ROBOT MASTERS 

With the new batch of materials 
released by Capcom, including the 
game's key art seen on the front cover 
of this issue, we finally have our first 
good look at the full motley crew of 
Mega Man 11 Robot Masters. Even so, 
we only really know anything defini- 
tive about two of them (well, three, if 
you count that one guy who has 
flames coming out of his shoulders). 

First up is the game's premiere 
Robot Master, who we caught a 
glimpse of back in December, and 
whose acquired form Mega Man 
showed off in the first clue the game 
was coming as an Easter Egg all the 
way back in Mega Man Legacy 
Collection 2's concept art gallery. 
Officially named Block Man, he's a bit 
of an egomaniac who resides in a 
series of robot-styled temples. Of 
course, he's the one who controls the 
aforementioned Block Dropper before 
he's defeated. During his battle, he 
seems to draw some inspiration from 
Transformers' Titans Return line when 
he activates his Power Gear to trans- 
form into the head of a giant brick- 
golem robot form. This hulking heavy 
has only one thing on his mind, and 
that's "smash" — and not the Super 
Bros. kind, either. 

The other Robot Master, and our 
first full new reveal since the game's 
announcement, is the electrically 
charged Fuse Man. This Dr. Wily 
Number is capable of moving quite 
quickly by activating his Speed Gear — 
as fast as a bolt of lightning, you might 
Say, as he zig-zags across his lair from 
top to bottom. But fortunately, 
through use of his own Speed Gear, 
Mega Man can even up the score long 
enough to get out of Dodge — or just 
dodge, really — and land some hits of 
his own. 

Incidentally, being speedy may not 
be the only way Fuse Man might take 
after Wily army alumnus Quick Man — 


his lair is filled with energy beams that 
criss-cross in a variety of ways. While 
thankfully they don't mean instant 
death to those who touch them as 
Quick Man's did, waiting for them to 
shut off momentarily is probably the 
best course of action regardless. 


EVERLASTING PEACE FOR ALL 
The Mega Man franchise has a bit of a 
reputation for its games being a bit on 
the difficult side. A bit overblown at 
times, if you ask me, but people none- 
theless think "hard" when they think 
of Mega Man (possibly due in part to 
being born in the era of "NES Hard"). 
After an eight-year hiatus, and with 
the possible prospect of new blood 
taking interest in the interactive 
adventures of the Blue Bomber once 
the new cartoon Mega Man: Fully 
Charged hits Cartoon Network around 
the same time Mega Man 11 is 
released, it makes sense that Capcom 
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would like to avoid turning away 
anyone interested after they press 
Start (or + now, 1 guess). To be as open 
and inviting as possible, Mega Man 11 
is going to have a variety of difficulty 
levels to choose from — and not just 
the "Easy" and "Normal" of Mega Man 
10. 

For those who have never played a 
Mega Man game before, "Newcomer" 
is a difficulty level that helps make 
things more accessible in a few ways. 
Perhaps the most noticeable is in 
reducing the number of hits enemies 
require to be blown to kingdom come, 
while also doubling the number of 
lemony regular Buster shots allowed 
on the screen at once from three to 
Six. There are also more checkpoints, 
and if you run afoul of a bottomless 
pit, Beat the robobird will be there to 
give you a lift back to safe ground — a 
habit he picked up all the way back in 
Mega Man 7, after originally being 


used as something of a homing missile 
in Mega Man 5. 

Those craving a challenge needn't 
worry, however, as there are four 
modes of difficulty overall. Players 
looking for a little more bite than 
Newcomer mode will have Casual to 
look forward to, while series veterans 
will likely want to jump straight into 
Normal. And for Power Players who 
laugh in the face of Wily's worst, there 
is a new Superhero mode to test your 
metal mettle — no one knows what 
that one is all about yet, but maaaybe 
it would be a good idea for Dr. Light to 
pick up the pace on that free-thinking 
robot project he's been working on. 

You know, just in case. 


VOICE OF A NEW GENERATION 
When it comes to voice acting, the 
Mega Man franchise has pretty much 
run the gamut from solid cartoon- 
quality fare to downright cringeworthy 


— with the arguable worst (there is 
some competition, believe it or not) 
coming from Mega Man 8. Though 
that's something Capcom has boasted 
about ironically as a selling point for 
its inclusion in Mega Man Legacy 
Collection 2! 

With Mega Man 9 and 10's return to 
the series' 8-bit roots, there was no 
room for the delivery of lines through 
the use of voice acting. But with a 
more contemporary style of presenta- 
tion, Mega Man 115 developers 
decided to go all-in like Cody Rhodes 
on the indie wrestling scene. 

This is made abundantly clear in 
Capcom's latest trailer, as it wastes no 
time having Dr. Wily mutter about the 
bad dreams he's been having before 
inspiration strikes and a new scheme 
is set into motion. No voice actor is 
named, but here he sounds some- 
where between his Mega Man 
Powered Up and Mega Man 8 portray- 
als, with delivery being maybe more 
toward the former while the pitch of 
his voice leans more toward the latter 
— and no German accent (sorry, '90s 
Ruby-Spears fans). 

Mega Man, on the other hand, is 
slightly jarring. Typically portrayed as 
resembling a 10-year old boy, this 
version of Rock sounds just a little bit 


older, leaving fans to wonder if Mega 
Man might have been artificially aged 
during his hiatus from world-saving. 
Dr. Light sounds as you'd expect Dr. 
Light to, unless all you're familiar with 
is his almost Elmer Fudd-like line 
delivery in Mega Man 8. Robot Masters 
are shown to have a thing or two to 
say as well, and we'll probably also 
hear from Roll, Auto and Mega Man's 
other allies throughout the adventure. 


TO 21XX AND BEYOND? 

It was thanks to sales of Mega Man 
Legacy Collection reaching 1,000,000 
worldwide that Mega Man 11 was able 
to happen! It's cracking that upper 
echelon of Capcom's best-sellers that 
probably helped see to it that the 
game is getting not only a physical 
release ($29.99), but also a special 
amiibo Edition ($59.99, exclusively at 
GameStop in the United States and EB 
Games in Canada). 

If Mega Man 11 and the upcoming 
Mega Man X Legacy Collection this July 
perform well, could we be in for even 
more of a revival? The long-awaited 
Mega Man X9, perhaps? 

Only time will tell. In the meantime, 
the original Mega Man is going to need 
as much help as possible to foil Dr. 
Wily's latest scheme first! — DAVID 
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Refils your energy gauge. 
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ROCKIN' NEW LOOKS 


Back in the NES days, color-swapping Mega Man's armor was the only 
practical method available to Capcom's designers when they wanted to 
visually alter his look to represent him wielding different Robot Master 

weapons. Now, though, the creative forces behind this all-new sequel 

are finally bringing in an idea that's been sitting in the concept stage 
for over 30 years! When Mega Man equips the weapons he's copied 
from fallen foes in this game, both his "Head Gear" and "Arm Gear" will 
transform into visual echoes of their original users. Using Fuse Man's 
Scramble Thunder? Get Fuse Man's horn-like helmet tubes! Neat! 
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POWERS POWERED UP 


To better help you visualize what happens when Mega Man taps into his 
newly installed Power Gear, here's an easy before-and-after screenshot 
comparison. Above, what happens when you trigger a normal Block 
Dropper attack: A row of four stonework blocks suddenly appears near 
the top of the screen, then crashes down to crush whatever's directly 
below. With the Power Gear turned on, though, the background 
darkens, Mega Man glows with added intensity and a quadrupled 
amount of stones comes crashing down in a much less orderly jumble. 
And that's just one weapon! How will the others be powered up? 
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MEGA MAN X LEGACY COLLECTION 1 & 2 


The Maverick Hunters are dividing their forces in half (perhaps unwisely). 


IT ТООК CAPCOM a while to come 
around to realizing that people abso- 
lutely go bananas for the Mega Man X 
series. Rockman Xover - the ill-fated 
mobile game that basically played 
itself — was a tragedy, as the company 
seemingly used its closure to subse- 
quently close the book on Mega Man 
X. But after years of clamoring, along- 
side the Classic series, X is getting a 
revival of sorts by way of the Mega 
Man X Legacy Collection. Or more spe- 
cifically, X Legacy Collection 1 & 2. Yes, 
they've been split into two, despite 
Capcom's vague terms of calling it one 
package in the past, similar to the 
original Mega Man Legacy Collection. 

Although it was sadly revealed that 
the Switch version will only get the 
first part in physical form (the second 
will be a download voucher even if you 
buy the cart), the fact remains that the 
Switch is now in the running to get 
these collections, which is great news 
for everyone (except 3DS owners, who 
were the previous tenants of the 
Capcom Legacy building and are now 
left out in the cold). 

Fans are probably going to flock to 
the first collection, which contains 
most of the heavy hitters. You have 
Mega Man X1-X4, a collection of games 
that many would consider to be some 
of the best platformers of all time. The 
original X is an undisputed king in the 
genre, and its direct follow-ups of X2 
and X3 iterate nicely while maintaining 
the strong foundation of the original. 
XA also ushered the series into a new 
era on PlayStation (and Saturn), and 
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contains one of the most iconic repre- 
sentations of Sigma to date. In case 
you were wondering, Legacy Collection 
lis using the SNES version of X3, as 
opposed to the Saturn/PlayStation 
ports that came later — which makes 
perfect sense to keep things uniform 
with the previous two games. 

The second collection is going to be 
no doubt less popular, as it contains 
the polarizing X5-X8. Yes, all of these 
were met with a mixed reception since 
launch, especially Mega Man X6, which 
was developed without the involve- 
ment of Mega Man co-creator Keiji 
Inafune. The original plan was to end 
the series with Zero's final, actual 
death and move onto the Mega Man 
Zero subseries, but Capcom changed 
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that and soured fans and Inafune for 
some time. Despite all of that unfortu- 
nate history, | share the unpopular 
opinion that the team did a great job, 
and it contains some of the best 
musical tracks of the X series. Check it 
out for yourself and report back! 

I'm jazzed to replay some of these 
classics, but the real draw is easily the 
X Challenge, a brand-new mode that 
mashes several games in the series 
together, all the way from X1 to X6. It's 
been confirmed that Mega Man X is 
getting a new armor type (a version of 
the Ultimate Armor), and that X 
Challenge will feature a story linking it 
all together. Each collection is getting 
its own version of X Challenge, and 
each mode will have its own set of 


bosses to tackle. Add in leaderboards, 
the Day of Sigma OVA that was origi- 
nally featured in the PSP game 
Maverick Hunter X and a selection of 
difficulty settings, and you got a stew 
going! 

What surprises me the most about 
the X Legacy Collection duo is that 
Capcom is going the extra mile with a 
new mode. You typically only see retro 
collections stitched together with 
artwork and galleries, which is fine, 
but if this package really takes off it'll 
be introducing Mega Man X to thou- 
sands of fans who weren't accustomed 
to the series previously. With Mega 
Man 11 not dropping into stores until 
October, why not bide your time by 
making X's acquaintance? — CHRIS 
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STARLINK: BATTLE FOR ATLAS 


Star Fox Joins the fight in Ubisoft's toys-to-life space opera. 


A YEAR AGO at the 2017 Electronic 
Entertainment Expo, Ubisoft revealed 
a new title coming to the Nintendo 


Switch called Starlink: Battle for Atlas. 


It seemed neat, but it unfortunately 
kind of got lost in the shuffle of other 
announcements, and we hadn't heard 
anything more about it since. But at 
this year's E3, they made sure the 
game would be impossible to ignore, 
especially for a publication like NF! 
Described as both an "open-world 
space saga" and "action adventure," 
Starlink differs a bit from what you 
might expect of the genre by placing 
its focus on customizable, modular, 
physical starship toys. And this cus- 


tomization is where one of the game's 
biggest hooks comes into play. 

It's no secret that the toys-to-life 
genre has seen better days: Disney 
Infinity and LEGO Dimensions are over, 
and we haven't seen anything new 
from Skylanders in a while, with its 
main star seemingly returning to his 
roots with the upcoming Spyro 
Reignited Trilogy. Despite this, Starlink 
creative director Laurent Malville says 
that the team believes there is enough 
innovation here to potentially revive 
the whole toys-to-life category. 

Players will be able to use a toy 
starship (which can attach to a custom 
mount your Joy-Cons will fit into) to 


WHAT'S IN THE BOX? 


Starlink: Battle for Atlas will be available this October for the Xbox One, 
PlayStation 4 and Nintendo Switch, but while all versions of the Starter 
Pack will include the game, a controller mount and a poster, it's the 
latter version that will stand out from the pack. Included are an Arwing 
Starship with a modular hull and two Arwing wings featuring built-in 
laser cannon weapons and charge shots, as well as a Fox McCloud Pilot 
figure and exclusive Star Fox mission content that will contain other 
as-yet-unspecified familiar faces from the Lylat Wars. Also included in 
all versions will be the Mason Rana Pilot figure, Flamethrower and 
Frost Barrage Weapons. Switch owners will get digital versions of the 
Zenith Starship and Shredder Weapon included elsewhere. Much like 
the Donkey Kong and Bowser figures from Skylanders SuperChargers, 
the Star Fox toys will only work on Nintendo's platform. 


represent their ship in the game. 
Customization occurs as you are able 
to swap out various wings, weapons 
and even pilots in various ways to 
augment your starship's abilities. 
Reportedly, any part can attach to any 
connection point in order to influence 
gameplay — even wings that are 
upside down, or guns facing backward. 
"We never want to tell kids they're 
being creative wrong," producer 
Matthew Rose told CNET. 

For those worried about having to 
invest in purchasing more plastic 
accessories that they may not person- 
ally have a use for just to unlock 
something in the game, there's good 
news: While purchasing additional 
parts will unlock more options within 
the game, Rose explained to Nintendo 
UK that "You can complete the entire 
game just with the starter pass. Even 
if you are a minimalist, you don't want 
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more stuff on your shelves, you can 
even get digital versions of all the 
parts. You can play the entire game 
digitally, which is something we're 
really proud of." 

However, many diehard Nintendo 
fans are probably going to want to 
invest in the physical release for 
Nintendo Switch. As revealed at E3 
2018, that version will come with an 
exclusive Arwing Starship, complete 
with a Fox McCloud figure to pilot it! 

While Fox and crew have seen some 
toy releases in more recent years 
thanks to Jakks Pacific and Nintendo's 
own amiibo, the dream of owning your 
very own Arwing toy is one that has 
remained a dream for the last 25 
years. At one point, Nintendo had 
hoped to release a transformable 
Arwing amiibo to coincide with the 
release of Star Fox Zero, but scrapped 
the idea when they couldn't get it to 
meet children's safety guidelines. 

"We had to give up on that idea, but 
maybe we'll do something with it in 
the future," said Shigeru Miyamoto in 
2016. "Who knows?" — DAVID 
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R HEROINE 


Nintendo's hoops? Successfully jumped through. 


SURPRISE! AFTER MUCH 
ballyhoo, Zeboyd Games' 2017 RPG 
Cosmic Star Heroine is coming to 
Switch this August, thanks to an 
assist from Limited Run Games — 
with a physical release coming 
somewhere down the line, as 
revealed during Limited Run's jokey 
E3 presentation. This is a throw- 
back RPG inspired by the likes of 
Chrono Trigger and Final Fantasy 
that was mostly beloved in its 
initial release on PlayStation plat- 
forms and PC. According to the 
team at Zeboyd, this version will 
run with shorter load times and at 
60 frames per second. 

The sci-fi-themed story features 
a cast of 11 and a turn-based 
combat system that takes place on 
the overworld in a similar manner 
as Chrono Trigger. The heroine (of 
cosmic star proportions?) is Alyssa 
PSalle, an agent for the govern- 
ment who unravels a space con- 
spiracy and travels across multiple 
planets with her party to save the 
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galaxy. An upgrade system in 
Cosmic Star Heroine also invokes 
Suikoden, as you can accrue non- 
playable characters to strengthen 
your party. 

Cosmic Star Heroine will be 
Zeboyd Games' Nintendo system 
debut. Previously, they made the 
novel throwback RPGs Breath of 
Death VII and Cthulhu Saves the 
World, as well as working with 
Penny Arcade on the third and 
fourth entries of their RPG series. If 
you're looking for an RPG that 
harkens back to the classic Super 
Nintendo ones but still remains 
modern, Cosmic Star Heroine 
should do you right. 

The wait for this one has been a 
bit of an ordeal, as its tale of woe 
has played out across social media 
for most of the past year — getting 
submitted but rejected by Nintendo 
more than once. But it seems like 
all of the obstacles have finally 
been overcome! 

By the time you read this, the 
physical edition may be up for 
pre-order at the Limited Run 
Games website already. Check it to 
make sure! — NEAL 
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DUST: AN ELYSIAN TAIL 


The hand-painted indie hit makes the Switch. 


HAVE ANY OF you played Never 
Stop Sneakin', the tongue-in-cheek 
Metal Gear Solid tribute that 
landed in the Switch eShop back in 
December? (No worries if you 
haven't yet, but you really should 
check it out! We'll have a review of 
it soon!) You wouldn't be able to 
tell at first glance, but the man 
responsible for that polygonal 
puzzler, one Dean Dodrill, had pre- 
viously gifted the world the hand- 
painted masterpiece Dust: An 
Elysian Tail back in 2012. 

| remember attending PAX East 
years ago and spotting Dust among 
the Xbox 360 indie demos. As I 
waited in line, | had the opportu- 
nity to chat with the man himself 
and ask about the long, long road 
he traveled to reach that point. An 
animator by trade, Dodrill had pre- 
viously worked for Epic Games in 
the '90s on the Jazz Jackrabbit 
series, but after getting the boot, 
he decided to begin work on a 
dream film populated by anthropo- 
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morphic animals entitled Elysian 
Tail. At some point, he opted to put 
the movie on hold and branch off 
into a game project set in the same 
world, which brings us to the 
present. 

Dust is a non-linear platforming 
tapestry that initially stuck me as 
very Simon’s Quest-ish — Dodrill 
told me in person that he even 
included a reference to the 
infamous Red Crystal tornado 
sequence. And save for the score 
and voice acting, it’s entirely a 
one-man effort, which makes the 
incredible hand-drawn animation 
and stylish action all the more 
impressive. 

It seems to have impressed fans 
of every past platform it’s landed 
on, as its Metacritic ratings rival 
the highest of any indie project of 
the last decade. Now, after six 
years of ports to all those other 
pieces of hardware, Nintendo 
players will finally get their turn 
when Limited Run Games brings 
Dust: An Elysian Tail to Switch soon 
— in both digital and retail formats! 
Doesn't that sound just swell? 

— TONY 


TEAM SONIC RACING 


Sumo Digital gets back behind the wheel again 


THERE'S BEEN BUZZ all year 
long surrounding the prospect of a 
new Sonic racing game, from 
rumors of a leaked memo to the 
trailer shown at a SXSW panel that 
only teased car sounds and visuals 
accompanied by a rather familiar 
"R." At the end of May, however, 
Sega's hand was effectively forced 
once a Walmart website listing 
spilled the chili beans. 

This time out, Sonic is eschew- 
ing his fellow Sega All-Stars, as 
Sonic Team stated they wanted to 
focus on a "pure Sonic universe" 
racing game. Thus, Team Sonic 
Racing was born, featuring a roster 
that (so far) is comprised of 
nothing but characters from Sonic's 
world. As of now, only Team Sonic 
(Sonic, Tails and Knuckles) and 
Team Dark (Shadow, Rouge and 
E-123 Omega) have been revealed, 
with Egg Pawns filling out the 
remaining 12 drivers needed for a 
race. It would be little surprise to 
see other fan favorites such as Amy 
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Rose and Blaze the Cat fill out the 
rest of the roster — but we have to 
wonder whether the lineup will 
really stay locked down to just 
Sonic brand characters. After all, 
the last game in this series reached 
into Disney movies and even the 
real world to invite guests! (Wreck- 
It Ralph and Danica Patrick.) 

The racing dynamic has changed 
a bit, as Sumo Digital (creators of 
the Sonic All-Star Racing titles and 
OutRun 2) has taken out transform- 
ing vehicles in favor of having the 
aforementioned teams work 
together to succeed as a unit. This 
can happen through using each 
other's slipstreams to gain a boost, 
for example, or handing off an item 
to another teammate. 

Other changes range from using 
Wisps in place of earlier items to 
including a new Team Adventure 
Mode, and you can look forward to 
mixing up teams and customizing 
cars to your liking, as well as 12- 
player online/four-player offline 
races when Team Sonic Racing's 
development crosses the finish line 
later this year. — DAVID 
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SONIC MANIA PLUS 


Last year's masterpiece, expanded with more. 


UPON ITS RELEASE in August 
2017, Sonic Mania became the 
highest-rated game of the franchise 
in the last 15 years. So how do you 
follow up an accomplishment like 
that? 

By making it even better! 

An Encore Mode that switches 
things up in the game's stages 
(including day/night color palettes 
and gimmicks) will be available, 
and a fully playable version of 
Angel Island will be featured as a 
new zone. Boss fight difficulty will 
be optimized, there will be a save 
and playback function for speed- 
runners and Competition Mode will 
be expanded to four players. 

"Wait, four players?" you might 
be asking. "But there are only three 
characters playable in Sonic Mania: 
Sonic, Tails and Knuckles! What are 
they going to do, give us more 
versions of Knuckles in different 
clothing?" 

First, don't ever joke about that. 
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Second, that's where the best part 
of the Plus content comes in, as 
both longtime missing-in-action fan 
favorites Mighty the Armadillo and 
Ray the Flying Squirrel are joining 
in the fun! As you would expect, 
each brings their own new and 
unique abilities with them, as 
Mighty will ravage obstacles with 
his Hammer Drop, and Ray's Air 
Glide allows him to soar in a 
manner not unlike a certain caped 
plumber we could name. 

Sonic Mania Plus is due for a 
July release, and not only can those 
with Sonic Mania upgrade their 
copy with paid downloadable 
content ($4.99), but the game will 
also be available for the first time 
as a physical release with all of the 
new content included for $29.99. 
That version will not only include 
the game, but also a holographic 
slip cover, 32-page art book and, 
depending on your region, a 
reversible Genesis or Mega Drive 
cover. Meanwhile, Japan will be 
getting other goodies, including a 
double-disc soundtrack album! 

— DAVID 
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EVERYONE IS HERE! 

Every fighter. From every Super 
Smash Bros. game. Ever! 

After teasing us by confirming its 
existence a few months ago, Nintendo 
pulled back the curtain on the all-new 
Super Smash Bros. sequel for the 
Nintendo Switch at this year's E3, and 
its main draw was revealed: everyone! 


Absolutely no cuts have been made 
to the roster of fighters who appeared 
in Super Smash Bros. for Nintendo 3DS 
and Wii U, including the DLC charac- 
ters like Street Fighter's Ryu and Cloud 
from Final Fantasy VII. They're all 
back! But it goes deeper than that, 
because all past cuts have been 
reversed as well: All the characters 
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who were playable in Super Smash 


Bros. Melee and/or Super Smash Bros. 


Brawl yet weren't included in the 3DS 
and Wii U versions (for whatever 
reason) have been restored to the 
roster as well. That means the Ice 
Climbers are back! As is Solid Snake, 
Wolf, the Pokemon Trainer with 
Squirtle and Ivysaur, Young Link and 
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ULTIMATE 


With every fighter from every Smash ever! 


Pichu. Yes, even Pichu, the previously 
Melee-only joke character who 
damages himself with his own attacks! 

Altogether, it's a total roster of over 
60 different fighters — and that's just 
for starters, as any new additions that 
get announced between now and the 
game's launch date of December 7 this 
year will only push that number even 
higher. 

Speaking of new arrivals, we got a 
few at E3! Let's break 'em down. 


THE INKLINGS MAKE A SPLASH! 
The same teaser video that revealed 
the Switch-bound Super Smash Bros. 
to the world in March also gave us our 
first roster addition confirmation: the 
Inklings from the world of Splatoon. 


We had a short while to speculate 
about how the Squid Kids' signature 
skill of inking everything in sight 
would translate to Smash, but now we 
know for sure! The Inkling's Neutral 
Special is the Splattershot. It blasts 
out ink as long as you hold down the 
button — or until the Ink Tank on your 
Inkling's back runs dry. If you manage 
to drench an opposing fighter in ink, 
that foe will temporarily take more 
damage from your attacks. Who knew 
getting doused from head to toe in 
goop would lower your ability to 
defend yourself? (Well, | guess it 
makes sense when I put it like that.) 
The Inklings can also chuck Splat 
Bombs, but again, management of the 
reserves of ink strapped to their backs 
is crucial — and when it does inevita- 
bly run out, there's a new Inkling-only 
input command to refill it. Holding 
down the Shield button and then 
pressing B will transform an Inkling 
from Kid to Squid, and he or she will 


submerge into the surface below their 
feet and begin recharging ink, as in 
Splatoon. This move could also be 
used as a dodge! See an incoming pro- 
jectile attack? Go Squid, hop into the 
ink at your feet and let that fireball fly 
right by, and get your tank charged 
back up at the same time. 

A variety of other weapons sold by 
our old friend Sheldon help round out 
the rest of the Inkling's moveset, from 
the Blaster to the Inkbrush to the 
Slosher. The real pain gets brought by 
the Killer Wail as the Inkling's Final 
Smash, though! You don't want to get 
caught in its cone of sonic destruction! 


DAISY & THE ECHO FIGHTERS 
Ever since players first unlocked the 
sinister Ganondorf in Super Smash 
Bros. Melee nearly 17 years ago, 
they've cried foul against "clones." Not 
every character in Smash history is 
entirely unique, you see. Many have 
moves that were copied from other 


characters in the roster — which is a 
fine way to pad out the character 
select screen and make each sequel 
seem a little bit more robust than it 
otherwise would be, but an annoyance 
for fans who, for example, have had to 
wonder for the better part of two 
decades why the King of the Gerudo is 
tossing out recolored Falcon Punches. 

Mr. Sakurai's probably as sick of 
hearing the same old complaints as we 
are about making them, so for this 
new sequel he's introduced a bit of 
rebranding. He's directly acknowledg- 
ing that some characters are clones of 
others, but he's more positively refer- 
ring to them now as "Echo Fighters." 

Presented as the examples of this 
new label were Dark Pit and Lucina, 
now called the Echo Fighters of Pit 
and Marth, respectively. (Appropriate, 
since they do play nearly identically.) 
And then Mr. Sakurai announced a 
new one: Daisy, who will serve as the 
Echo Fighter of Princess Peach! 


Yes indeed, Princess Daisy has at 
long last been added to the playable 
cast of Smash. Peach has had an alter- 
nate color scheme referencing Daisy's 
signature yellow dress for years, but 
now the Princess of Sarasaland will 
represent herself in these battles, 
thank you very much! 

As an Echo Fighter, Daisy's fighting 
style will match Peach's, meaning that 
she'll pluck vegetables out of the 
ground, protect herself with a Toad 
and rise into the sky with an umbrella. 
She'll also assumedly have Peach's sig- 
nature horizontal floating jumps, 
which doesn't quite match up with her 
characterization in the past (in Super 
Mario Run, for instance, Daisy could 
double-jump, not float), but Daisy fans 
will probably be happy to overlook any 
inconsistencies if it means finally 
seeing her smiling face on the select 
screen! 

Now to pair her with Luigi to take 
on Mario and Peach in 2-on-2 combat! 


ЕТ" 
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VARYING THE VETERANS 

Since there are over 60 returning 
fighters from past installments in the 
Smash series, it would be natural to 
assume that most of them would 
simply have their old fighting styles 
carried over to this new Switch sequel. 
Somehow, though, Mr. Sakurai and his 
team have managed to make mean- 
ingful tweaks and adjustments to just 
about every veteran! Some are more 
extreme than others, of course. 

Take Wolf, for example. Since he 
didn't leap into the arena on 3DS or 
Wii U, we haven't seen him active 
outside of the cockpit of a vehicle for 
over a decade! His look has been 
entirely reworked as a result, with his 
new appearance being based on how 
he appeared in Star Fox Zero. His 
moves are more menacing and 
powerful than ever, and critically, his 
Final Smash is no longer summoning a 
terribly repainted Landmaster! (That 
was the worst.) 


Other characters with fairly severe 
visual overhauls include Link (who, as 
was teased months ago, is now the 
Link from Breath of the Wild) and 
Princess Zelda (who now looks like the 
Zelda from A Link to the Past and/or A 
Link Between Worlds). We thought 
Link might get a complete moveset 
overhaul to bring in more of his skills 
from BOTW, but Sakurai hasn't been 
quite so heavy-handed with him — he 
still plays largely like the Link of past 
Smash titles, only now his Bombs are 
the Remote Bombs that can be deto- 
nated at will be the Sheikah Slate, and 
he can also pick up and re-use his 
arrows after he fires them once from 
his bow. Oh, and his Master Sword now 
shoots out sword beams when his 
damage percentage is at 0%! We 
didn't see that one coming. Zelda's 
gameplay, meanwhile, has been 
upgraded with a faster, more effective 
Phantom-summoning Down Special. 
No Breath of the Wild Zelda, sadly! 
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To complete the Triforce, let's talk 
about Ganondorf. He's the most de- 
cloned 'Dorf yet! Thank goodness! He 
still shares some common features 
with Captain Falcon even now, 17 years 
later, but his Smash attacks have been 
totally changed to bring in a request 
that fans have been making for, well, 
17 years: his sword! His huge claymore 
from Ocarina of Time now appears in 
his hands when he wants to really 
bring the pain to his enemies, and he's 
been restored visually to his Ocarina 
of Time look to match. Then, to match 
that, his Final Smash has been altered 
from Twilight Princess' Beast Ganon to 
Ocarina of Time's bipedal, dual-sword 
Ganon! (The one we named the best 
Ganon ever back in NF #25, so we're 
pretty pleased to see him return!) 

Speaking again of changed Final 
Smash attacks, it seems like that's an 
area that's gotten a lot of revision 
from Mr. Sakurai and his team. Final 
Smashes across the board have been 


changed to be faster and just "get to 
the point." So Wolf's Landmaster isn't 
the only one that retired — Fox's and 
Falco's are gone too (hooray!), as it 
was just an awkward, time-consuming 
alteration to the flow of battle. A cine- 
matic Arwing assault is swapped in in 
its stead, which is much cooler to see 
and gets back to the main meat of the 
match much faster. Donkey Kong's got 
a new pummeling attack for his Final 
Smash, as does Little Mac. Wario still 
turns into Wario Man, but now it's all 
an auto-controlled assault instead of a 
fundamental change to his playable 
self for a limited time. And so on and 
so forth — you get the idea. Your 
main's trump card has likely changed, 
but it's all for the better and all for the 
sake of keeping things moving along. 


THE ROAD AHEAD 

| could carry on listing more changes 
to past fighters here, but rest assured 
that we'll have an "ultimate" feature in 
an upcoming issue soon that will leave 
no stone unturned in that regard. In 
the meanwhile, we just need to make 
the mental shift back to being in pre- 
Smash hype mode! The remaining 
months between now and December 7 
will be marked mostly by a slow, 
steady trickle of tidbits coming from 
Mr. Sakurai via blog posts and social 
media, punctuated surely by a few 
more megaton announcements con- 
cerning further surprise additions to 
the cast. Because even though every 
past Smash veteran is back in action 
for this Switch edition, that doesn't 
mean the devs are done! Who else 
might also be mixing it up by the time 
the release date arrives? (Because if 
Ridley can make it in, anyone can! 
Take it away, Matthew!) — LUCAS 
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HE'S NOT TOO BIG AFTER ALL! 


RIDLEY 


PERHAPS THE BIGGEST single surprise of the E3 2018 Super Smash 
Bros. Ultimate presentation came — as it so often does — right at the 
end. Closing the Direct was a new pre-rendered sequence featuring 
Samus, Mario and Mega Man carefully entering a grim, futuristic 
chamber. Each of them seems noticeably on edge, and for good reason 
Without warning, Mega Man and Mario are snatched up, one after 
another, and skewered on a familiar boney tail. Samus composes 
herself and readies her blaster for a familiar fight. The floor shatters 
from the emergence of a massive, shadowy figure, confirming our sus- 
picions: Ridley has finally joined the fight in Super Smash Bros! Way 
back in NF Magazine Issue #15, | put forth my case for why fans should 
vote Ridley on the Smash Bros. Fighter Ballot, so needless to say, I'm 
delighted! The monstrous space dragon fills several gaps at once, 
adding both a Metroid character and a classic villain to the roster, as 
well as bringing a very specific personality to the series. After all, 
this is Sakurai we're talking about, and making Ridley into a 
generic monster wouldn't do justice to the character. From 
his explosive trailer to his absolutely brutal moveset, 
Ridley comes across as a ferociously cruel creature, one 
that makes many of Smash's other villains look downright 
pleasant! For instance, his Down Special has him shishke- 
bobbing opponents with his tail, and it can be sweet- 
spotted for a whopping 5096 damage (as of the E3 demo). 
If that's not enough humiliation, Ridley's Side Special lets 
him grab and grind his foes across the stage before hurling 
them off. His Neutral Special summons forth the classic sine- 
wave fire breath and can be charged (although his mouth is 
a weak spot here, as in Metroid Prime). Rounding things out 
is Ridley's Up Special recovery, which works a bit like Fox's 
Fire Fox move. And his merciless Final Smash involves him 
hurling his target against Samus' ship and blasting them into oblivion. 
But what about his gargantuan size? By Sakurai's own admission, this 
has been the number one hurdle in getting Ridley playable. But leave it 
to the man who could make a full moveset for Pac-Man and the Duck 
Hunt Dog to get Ridley to work. The beast is still fairly large, but 
hunched over with a couple of minor concessions (like slightly smaller 
wings) and smart posing choices that hit the perfect balance of being 
imposing without breaking the game. Apparently, it was a lot of work 
putting him into the game but he wanted to appease the fan outcry... 
especially from American players! Between Samus Returns, Prime 4 
and now Ridley's Smash Bros. debut, Metroid fans have had a lot to cel- 
ebrate lately! So feel free to jump online with the big guy and show all 
those naysayers that Ridley fits right in! — MATTHEW T. 


PREVIEWS 


GO VACATION 


HERE'S AN ODDBALL announcement that Nintendo seems fine 
with letting fly way down under the mainstream radar: Bandai 
Namco's Go Vacation, originally published as a Wii game back in 
2011, is getting an uprezzed, upgraded port on the Switch this 
July. And Nintendo is publishing it as a first-party release! 

Go Vacation is a minigame compilation that brings together 
digital re-creations of popular outdoor recreations, split into four 
different categories to group the games based on where they take 
place. So, for example, there's a Snow Resort that has winter 
sports on offer, like ski jumping, snowboarding and even just good 
old snowball fights. There's a Mountain Resort with activities like 
rafting, kayaking and taking trail rides on horseback. There's an 
urban City Resort with the likes of skating and skateboarding and, 
lastly, a Marine Resort with all the seaside favorites like beach 
volleyball and surfing. 

New to this Switch edition will be fishing and wildlife photogra- 
phy activities, proving this isn't simply a straight-up Wii port. My 
question, though, is what will become of all the motion-controlled 
gameplay components in the transition? We'll see soon! — LUCAS 
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DRAGON BALL 
F | е НТЕ RZ Sparking! 


ГУЕ BEEN EXPECTING the announce- 
ment of Dragon Ball FighterZ for Switch 
ever since | reviewed Xenoverse 2 back in 
Issue #30, and wondered in the back of 
my mind if Nintendo players had just 
been bamboozled. (Want this new 
hotness? Have these year-old leftovers 
instead!) But rather than a grand debut 
during the ЕЗ Direct, FighterZ was 
granted a paltry five seconds during a 
much longer third-party montage. | 
guess when Smash Bros. consumes two- 
thirds of your video presentation, other 
"lesser" fighting games must be shunted 
to the sidelines! But 1 digress. 

Developed by Arc System Works - the 
studio responsible for Dragon Ball Z: 
Extreme Butoden on 3DS and most 
recently BlazBlue: Cross Tag Battle on 
Switch — Fighterz is the hardcore Dragon 
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Ball fighting game that fans have been 
dreaming of for ages. The franchise cer- 
tainly is no stranger to the fighting 
genre, but previous installments were 
more casual affairs that mostly aimed to 
appease anime fans over the EVO crowd. 
Fighterz is the bridge between those two 
audiences, providing a robust combat 
system alongside slick cel-shaded visuals 
that emulate the look of the show better 
than any game prior. 

This incarnation delivers 3-on-3 bouts 
at 1080р and 60fps, with the only con- 
cession seemingly being that the back- 
grounds sport a few less polygons than 
on PS4 and Xbox One. That shouldn't 
matter when you're launching sick ki 
blasts as classic Saiyan heroes Goku and 
Vegeta; as Super warriors like the time- 
skipping Hit and God of Destruction 
Beerus; or even as game-exclusive 
newcomer Android 21. The Kamehameha 
Waves will fly this September! - TONY 


DAEMON X MACHINA 


Action-packed, fast-paced, mech-fueled insanity! 


AS THE E3 2018 edition of Nintendo 
Direct prepared to kick off, fans all 
across North America wondered what 
would be the first thing we might see. 
Was it finally time to actually see 
Metroid Prime 4? Or maybe that 
rumored "Star Fox: Grand Prix" title 
would be a suitable way to kick things 
off? 
The answer would instead be 
neither, as Nintendo chose to kick off 
the proceedings with a cold open to an 
all-new title called Daemon X Machina. 
This mech action game is being 
developed by Marvelous, who has 
assembled a unique group of talented 
individuals whose previous works are 
no doubt well known to a wide variety 


of video game fans. Character designs 
are being handled by Yusuke Kozaki, 
and may prove recognizable to fans of 
Fire Emblem Awakening and Fire 
Emblem Fates, while the concepts for 
the mech designs are springing forth 
from the mind of Mr. Shóji Kawamori, 
whose previous experience includes 
the Super Dimension Fortress Macross 
series (part of which was adapted into 
the first saga of the popular '80s 
anime series Robotech) and the long- 
running Armored Core series from 
FromSoftware. 

Mr. Kawamori isn't the only 
Armored Core alumnus on board, 
however. Joining him is Kenichiro 
Tsukuda, who is well known for his 


f 


work as the producer of that series, 
which also focuses on third-person 
mech combat. To that end, he and his 
team are working on this title with the 
goal of creating "the best mech action 
game" out there. 

Nintendo is promising fast-paced 
action from Daemon X Machina, as 
players take control of their Arsenals 
(fully-customizable powered suits) and 
engage the enemy to accomplish their 
mission — at all costs. You'll be able to 
equip your Arsenal with your choice 
from a variety of weapons, including 
those salvaged from felled enemy 
Arsenals. What's more, you'll be able 
to swap them out on the fly as your 
needs dictate, so you can be ready for 


PREVIEWS 
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whatever threat comes your way next. 

You know, putting it like that, it 
sounds sort of like a giant piloted 
version of Mega Man! Neat. 

The Arsenals aren't the only things 
customizable, as your avatar can be 
tailored to your liking with its own 
array of options, too. Little else has 
been said of this aspect, though it may 
play into the promised online and 
local wireless modes. 

As for the core gameplay itself, 
you'll be able to use your Arsenal to 
traverse the battlefield, engaging the 
enemy in the air and on the ground. 
During battle, you'll have different 
weapons equipped to the Arsenal's 
arms and shoulders, with back-up 
weapons available on its backside to 
swap out as needed. 

In addition to making use of your 
own loadout and any ammo and 
weapons dropped by enemies, you can 
also make use of your environment to 
help turn the tide of battle. Grab a car 
and chuck it at an enemy, or go to bat 
with a street sign you've just ripped 
out of the ground! 

However, while you may feel mighty 
big in your giant robot suit, you're still 
a comparatively small fish in this 
mechanical pond. Some enemies are 
positively ginormous, and while they 
may not be planet-eaters, they're still 
going to require a strong touch to 
bring them down. 

If the Fire Emblem and Macross 
connections weren't enough, Daemon 
X Machina also seems to incorporate a 
highly detailed cel-shaded visual style 
that lends itself to more of an anime- 
like appearance. As such, it's difficult 
to see this title not appealing to fans 
of animated giant robot serials from 
Japan when it drops in 2019. — DAVID 
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SUPER MARIO PARTY = 


Mario's back with another bash, this time with the Switch as the venue! 


MEGA MAN MAY be counting up to 
11 for his next game, but the Mario 
Party series is dropping its numerals: 
Following up the Wii U's Mario Party 
10 will not be Mario Party 11, but 
rather Super Mario Party! 

That's not the only difference this 
time around, either. Taking advantage 
of its new home on the Switch, the 
Party series is taking the festivities to 
tabletops! If you have access to two 
Switch units, you can place them on a 
flat surface next to each other to 


create a double-sized display for mini- 


game mayhem. Nintendo showed off 


atank game to illustrate the idea, with 
Wario crossing from one screen to the 
other to attack Peach. One possible 
configuration is shown below, but you 
can arrange the two screens relative 
to one another any way you choose: 
Making L-shaped battlefields as below, 
or long straightaways, or squarish 
double-wide arenas! The screens work 
together and know where the other is 
placed so that characters can traverse 
the battlefield and wreak havoc. 

In another example, a baseball 
minigame was also shown being 
played with two screens, with one set 
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up for the batting team and the other 
displaying the defense's perspective. 
Instantly, questions arise: How many 
of the games will utilize this feature? 
Will there be an entire section dedi- 
cated to dual-screen minigames? Is 
there a required number of people 
needed to play, as it's been reported 
that it can host up to eight players? Do 
both systems need copies of the game 
to play? Is this finally the impetus I 
need to own another Switch? 

Don't worry too much if yours is 
just a one Switch household, though. 
The game can also be played at home 
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on a TV screen for a more traditional 
Mario Party experience, complete with 
a board game mode that returns to 
the way Mario Party originally was, 
with individual characters rolling dice 
and moving independently around the 
board, searching for Stars. You'll also 
compete in the kinds of minigames 
we've come to expect from the series: 
racing games, chance games, skill 
games and more. 

But in a new break from tradition, 
the Mario Party series is finally going 
online! You'll be able to compete in 
minigames against distant opponents 
in the new "Mariothon" mode. 

There's much more to cover here, 
so don't miss the next NF! — BRETT 


PREVIEWS 


FIRE EMBLEM: THREE HOUSES 


Traditional turn-based strategy returns to a Nintendo home console! 


ITS BEEN OVER a decade. 

Nearly 11 years at this point, and 
closer to 11 and a half by the time the 
drought finally ends next Spring. 
That's how long it's been since the Fire 
Emblem series last sent a core sequel 
to a home console system! 

Now, we can hardly fault Nintendo 
or the franchise's developers at 
Intelligent Systems, since it was on the 
3DS that the FE brand was brought 
back to life. Fire Emblem Awakening 
looked likely to be the series' final 
sequel when it hit the handheld in 
Japan in 2012, then 2013 in the West. 
But players the world over loved it so 
much, and it sold so well, that the Fire 
was fanned back into flame! 


Awakening's success inspired the 
two-version release of Fire Emblem 
Fates a few years later, and then Fire 
Emblem Echoes: Shadows of Valentia 
just last year. All core installments, 
and all on the 3DS. Meanwhile, the 
series also went mobile with Fire 
Emblem Heroes last year, then came 
to the Switch last Fall with Fire 
Emblem Warriors — but those were 
spin-off games. Not the "real" FE expe- 
rience. 

And so it is that we have to turn the 
pages all the way back to 2007 and 
the Wii release of Fire Emblem: 
Radiant Dawn to find the last time a 
turn-based tactical Fire Emblem game 
hit a Nintendo home console. Too long! 


Thankfully, fans' fortunes are 
finally turning back around with the 
now-confirmed Fire Emblem: Three 
Houses, bound for the Switch in Spring 
2019. (A little later than Nintendo orig- 
inally promised, but that's OK.) 

Three Houses is an all-new sequel 
taking place in an all-new world: 
Fódlan, a land under siege by the 
oppressive Church of Seiros. No doubt 
religious zealotry will be a driving 
force behind the villains we'll fight! 

The "Three Houses" name refers to 
the three divisions of Fodlan. 
(Presumably the same way the land of 
Westeros is divided up into areas 
under the control of different families 
in Game of Thrones. Or maybe not — 


I'm not well-versed enough in the 
rules of medieval land acquisition to 
know all the right terms.) Your main 
character will get an education on the 
situation as you visit each of the three 
in turn, though, seeking out the other 
three protagonists: Edelgard, an aris- 
tocrat who wields swords and axes 
and also casts magic spells; Dimitri, a 
lance user; and Claude, an archer. 
Your own hero, meanwhile, seems 
to be named Byleth. Right now it's not 
clear if Byleth is a set, unchangeable 
character or if this is another Avatar 
situation in which you'll be able to 
create your own persona, with Byleth 
simply being the default name. We'll 
find out more in the months ahead! 
And there are plenty more ques- 
tions Nintendo needs to answer 
beyond that, too. Like, why is Magic 
listed separately from Attack in the 
menu that pops up in battle? Could 
magic spells be learned and used sep- 
arately in this sequel, untied to tomes 
with limited uses? And what are the 
dynamics of the new Formation 
system? One key visual change in 
battle is that your characters are no 
longer alone in the fight: They're 
flanked by nameless soldiers instead. 
Giving orders to these underlings and 
changing their formations seems to 
influence your chance of success in 
each clash, but we're not sure how! 
Oh well, we've got plenty of time to 
fill in the blanks before Spring 2019. 
The wait's been so long — but after 10 
years, what's one more? — LUCAS 
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MONSTER HUNTER 
GENERATIONS ULTIMATE 


Capcom's colossal creatures crash onto a new console. 


MEGA MAN WAS once Capcom's 
biggest name. Then Street Fighter 
took the crown. Resident Evil ruled 
the roost for a while after that, but 
in the last few years I think it's safe 
to say that the company's biggest 
brand has become Monster Hunter. 
We've had those first three series 
on the Switch for a little while now, 
but it's finally time to welcome the 
fourth to the fold! 

Monster Hunter Generations 
Ultimate is an enhanced, HD-ified 
port of the 3DS adventure Monster 
Hunter Generations that first hit 
the West two years ago. Our 
resident monster hunting expert, 
Evan, took on the review of that 
version and declared it to be "a 
half-step sequel in the series 


instead of a full leap into new terri- 


tory." And there's no reason to 
deny that reality: This franchise 
was already feeling like it needed 
to move on and do something 
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bigger and better in the middle of 
2016, and here we are in the 
middle of 2018 on the verge of 
getting an encore release of the 
same game. 

But on Switch, though. And 
that’s a pretty crucial difference, 
positively counterbalancing any 
negativity that may arise from 
dwelling on the age of the base 
material here. Monster Hunter isn’t 
going to blow anyone’s minds with 
its Switch debut, but at least it’s 
finally landing on the Switch, and 
from there hopefully it can pick up 
some steam and blaze a new trail! 

I’m personally more inclined to 
give the series another look now 
that it’s heading back to a Nintendo 
home console, as I'm coming off 
the experience of playing Monster 
Hunter Stories on 3DS and | feel 
ready for the big leagues on my big 
HDTV. Perhaps there will be 
enough other players in my same 
situation to propel this release to 
sales success! (Or at least enough 
to form a hunting party.) - LUCAS 
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OCTOPATH TRAVELER 
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No longer just a “Project,” and ready for retail! 


LIKE MOST EVERY video game 
fan out there, I'm often impatient. 
When I see an announcement for a 
new game that I'm interested in, I 
want to play it. Now! | want it 
immediately! Why must I wait? 
Come on, just give it to me!!! 

... ahem. Well, when | later 
compose myself and return to a 
more relaxed state of mind, I 
remind myself that games need 
sufficient time in development to 
be able to realize their potential. 
And it's in that state of mind that 
I'm able to appreciate the fact that 
it's been a whole year and a half 
since Square Enix first teased 
"Project Octopath Traveler" during 
Nintendo's January 2017 pre-Switch 
launch video presentation and I'm 
still not playing its final version. 

Soon, though! Soon. Thank 
goodness. Octopath Traveler (they 
ended up just dropping the whole 
"Project" part of the name to 
finalize the title) is landing on store 
shelves on July 13, 2018. That's 547 
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OCTOPATH 
TRAVELER. 


WAYFARERS EDITION 


days of waiting from reveal to 
release... but who's counting? 

Square Enix has invested all of 
those days well, at least, taking a 
measured and mindful approach to 
making sure every aspect of this 
adventure is the best it could 
possibly be. You probably recall the 
demo they launched last Fall, 
giving us a chance to dip our toes 
in the water with playable pieces of 
two of the eight main characters’ 
quests. The developers gathered all 
kinds of helpful data from players' 
brief time spent with Olberic and 
Primrose and have since adjusted 
everything from menu navigation 
to ambient lighting levels in the 
environments! 

It's been kind of unprecedented, 
really, and especially so since 
they're been transparent about the 
whole process of improving the 
game as a work-in-progress. Now, 
as its launch looms, it's easy to tell 
how much love and effort have 
been poured into it! | can’t wait to 
finally dive in (clearly), and | may 
even spring for the goodie-packed 
Wayfarer's Edition! — LUCAS 


SQUARE ENIX. 


VALKYRIA CHRONICLES 4 
Who's a good boy? Who's a good boy?! You are! 


WAR. WHAT IS it good for? 
Petting cute puppers, of course! 
Not to be outdone by their old 

rivals at Nintendo partnering up 

with Square Enix to present such a 

lavish array of physical extras to 

accompany the launch of Octopath 

Traveler, Sega is counterattacking 

with a single pack-in goodie that 

will ship to stores with Valkyria 

Chronicles 4 in September: a Joy- 

Con controller skin depicting a 

good, good doggo! 

Ragnarok is the name of the 
heroes' battlefield mascot/morale 
officer in the trenches of Valkyria 
Chronicles 4, and while he may not 
always appear on-screen to help 
comfort you through the moments 
of stress and strain that inevitably 
result from playing a war game, he 
can take up a permanent residence 
on both your left and right Joy- 
Cons, and the Joy-Con Grip between 
them. It's a simple but effective 
extra that will only be packed in 
with the first wave of copies of the 
game, so you'll have to move fast if 
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you want to make your controllers 
1575% more cute and cuddly. 

The game itself, meanwhile, will 
also do its best to bring some 
visual levity to its tale of conflict 
and loss set in the fictional Second 
Europan War. We took a first look 
at this one a few issues ago, so we 
already presented its watercolored 
graphics that make everything look 
pastel and friendly, even when 
bullets are flying around your char- 
acters’ heads. But what I didn’t per- 
sonally realize until just recently is 
that Valkyria Chronicles 4 goes one 
more step further into pressing 
into its fantastic art style by tossing 
onomatopoeic exclamations onto 
the screen to accent the action with 
comic book style. Machine guns will 
go "Ratta-tat-tat!" audibly, as they 
should, but then the sound effect 
will also be presented in bold 
letters at the same time. Like 
watching an episode of the good 
old 1966 Batman TV show. "Biff!" 

We don’t have much longer to 
wait for Valkyria Chronicles 4, and 
even better, Sega's also announced 
a remastered version of the first VC 
is Switch-bound too! — LUCAS 


OVERCOOKED! 2 


PREVIEWS 


A second helping IS being served up... soon! 


SPEAKING OF HIGHLY huggable 
little pups, anyone who's had the 
privilege of playing Overcooked! 
will know that the cuddliest canine 
companion to keep in a crazy 
kitchen is none other than Kevin! 
(Ostensibly the Overcooked! game 
was about teams of friends coming 
together to cooperate in cooking 
challenges, working as a group to 
gather ingredients, prepare them, 
plate them and serve them to 
impatient customers as quickly as 
possible. But let's be real — we all 
played it for the dog, right?) 

The developers at Ghost Town 
Games have recognized the appeal 
of their pup and have wisely 
expanded his role in this new 
sequel, Overcooked! 2. As you 
progress around the overworld 
map, you'll be able to stumble 
across all-new hidden Kevin 
kitchens! I'm sure he'll have calm, 
easy-going challenges ready for 
you to take on inside each one. 
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Beyond "more Kevin," the 
design impetus behind the creation 
of Overcooked! 2 seems to just be 
"more, more, more" for every other 
area of the game as well. There will 
be more playable chef characters, 
like Octopus Chef, Mouse Chef and 
Crocodile Chef joining the returning 
cooks from the first game. You'll 
get even more if you pre-order the 
game and get access to the "Too 
Many Cooks" expansion DLC for 
free on Day 1 (though you can also 
buy that pack later for $2.99). And 
the Switch version gets a system 
exclusive: Platypus Chef! 

There will be more crazy kitchen 
arenas with more goofy mechanics 
to deal with, from gusts of wind 
blowing your chefs around the 
screen to portals that will teleport 
them from one area to another in 
an instant. There will be more 
recipes to have to learn, from sushi 
to pizza to pancakes to burgers. 
And there will be more ways to 
play, as online multiplayer will be 
in the mix this time around! 

The best part? It’s coming soon, 
on August 7! Hooray! — LUCAS 
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POKEMON: LET'S GO, PIKACHU! & 
LET'S GO, EEVEE! 


SINCE ITS DEBUT in the late 905, 
the Pokémon series has been synony- 
mous with Nintendo’s handhelds. 
Barring a handful of spin-offs, the 
franchise has appeared almost exclu- 
sively on portable systems — a trend 
that will finally be broken when the 
series arrives in earnest on Nintendo's 
handheld/home console hybrid, the 
Switch. The Pokémon Company teased 
that a new generation of Pokemon 
games is coming to the system in 
2019, but in the meantime, fans will 
have a chance to embark on a differ- 
ent kind of Pokémon adventure with 
Let's Go, Pikachu! and Let's Go, Eevee!, 
two newcomer-friendly entries slated 
to launch for Switch this November. 
According to Game Freak, Let's Go, 
Pikachu! and Let's Go, Eevee! are 
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designed as a way to bring Pokémon 
GO players and lapsed fans back to the 
main series. The games retain many of 
the core elements found in traditional 
Pokémon RPGs, such as battling rivals 
and collecting Pokémon, although 
they eschew some of the more 
nuanced mechanics that have accumu- 
lated over the series' 20-year history, 
making them a welcoming entry point 
for those who have never played a 
Pokémon game before or are return- 
ing to the franchise for the first time 
since the Game Boy era. 

The latter group in particular will 
feel right at home, as the pair draw 
heavily from the classic Pokémon 
Yellow Version. This time around, 
players will be able to set out on their 
journey with either Pikachu or Eevee 
(depending on which version you buy), 
and your partner will follow along 
outside of their Poké Ball, just as in 
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Pokémon Yellow. However, the 
Pikachu or Eevee you start with can't 
evolve — although any other ones that 
you find in the wild can. Your partner 
Pokémon can also be dressed up with 
a variety of adorable outfits and 
accessories, not unlike the special 
Cosplay Pikachu from Pokémon 
Omega Ruby & Alpha Sapphire. 

As in a traditional Pokémon game, 
the ultimate goal of your journey in 
Let's Go, Pikachu! and Let's Go, Eevee! 
is to become the very best by captur- 
ing other Pokémon, battling rival 
Trainers and collecting Gym Badges to 
eventually challenge the Elite Four 
and become the Pokémon League 
Champion. 


Beyond that, the storyline remains a 
mystery, but we do know the pair are 
set in the Kanto region and feature the 
original 151 Pokémon (plus the Alolan 
variants that were introduced in 
Pokémon Sun & Moon). We've also 
gotten a glimpse at some familiar 
returning characters, such as Brock, 
Professor Oak and even Team Rocket 
— but this time, players will regularly 


-- 
THE РОКЕ BALL PLUS 


One of the most distinctive features of Pokémon Let's Go, Pikachu! and 
Let's Go, Eevee! is that the games can be played using just a single 
Joy-Con. But for those who'd really like to feel like a Pokémon Trainer, 
Nintendo is also releasing a Poké Ball-shaped controller called the 
Poké Ball Plus alongside the games on November 16. The Poke Ball 
Plus boasts similar functionality as the Joy-Con, featuring a control 
stick in the center of the ball, a button at the top and motion controls, 
allowing you to simulate throwing it to capture Pokémon. You can also 

n in the ball and carry it around with you! As an added 
incentive to pick one up, each Poké Ball Plus comes with a Mew inside, 
making it the only way to obtain the Mythical Pokémon in Let's Go. 


cross paths with a brand-new rival 
named Trace. 

Where Let's Go, Pikachu! and Let's 
Go, Eevee! diverge from the main 
series is in their underlying mechan- 
ics. Players still engage in turned- 
based battles just as in traditional 
Pokémon RPGs, but this time, Game 
Freak says stat growth has been sim- 
plified. Similarly, Pokémon cannot 
produce Eggs in the Let's Go titles; as 
a result, players will not be able to use 
breeding as a means of acquiring new 
moves or passing down Pokémon 
stats. It remains to be seen if Natures 
and Abilities will return in Let's Go, or 
if those, too, have been simplified for 
these installments. 

Perhaps the biggest difference 
between the Let's Go games and tradi- 
tional Pokémon titles, however, is 
their complete lack of wild Pokémon 
battles. Players can still encounter 
Pokémon in the field (and this time 
the critters will actually appear in the 
overworld, giving you the option to 
confront or avoid them as you see fit). 
However, just as in Pokémon GO, wild 
Pokémon can't be fought; players can 
either feed them a Berry or attempt to 
capture them with a Poké Ball, which 
must be thrown with a simulated 
motion. Despite the lack of wild 
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battles, encountering Pokémon in the 
field still presents opportunities to 
level up your party, as your team will 
earn experience points each time you 
capture a wild Pokémon. Game Freak 
has also introduced a new item called 
the Candy Jar. This stores different 
varieties of Candies, which are used to 
power up your Pokémon's stats, 
similar to the Candy in Pokémon GO. 

Let's Go, Pikachu! and Let's Go, 
Eevee! even feature direct integration 
with Pokémon GO, as players can 
transfer monsters from the mobile 
game over to the Switch titles using a 
Bluetooth connection. Any Pokémon 
that are transferred will appear in the 
GO Park, a new facility that replaces 
Kanto's traditional Safari Zone. The 
games also take advantage of the 
Switch hardware by allowing a second 
player to jump into the adventure at 
any time simply by shaking a second 
Joy-Con. The second player will play a 
supportive role, lending assistance 
while battling or capturing Pokémon. 

We'll learn more about Let's Go, 
Pikachu! and Let's Go, Eevee! as we 
head closer to their November 16 
release, but thus far, they're shaping 
up to be a charming return trip to 
Kanto for veteran Trainers and new- 
comers alike! — KEVIN K. 
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NINTENDO'S NO-SHOWS OF ЕЗ 2018 


As Smash took center stage (and took up so much time for itself), other announcements seemed to get bumped back to next year (or later). 
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YOSHPS FLIPSY-FLOPSY WORLD* 


THAT'S NOT THE game's official name, of course — just a silly temporary name I 
just made up, since we still don't know the official one, since the game didn't 
appear at ЕЗ 2018 at all! I've got to say, Nintendo's got me confused on this one. 
This new Yoshi game for the Switch was shown off at E3 2017, even getting dedi- 
cated time during that year's Treehouse Live broadcast with two Treehouse team 
members demonstrating its two-player co-op gameplay. We've remained confi- 
dent since then, even penning another positive preview a few issues ago despite 
there being no official new news . . . but now, sadly, its ЕЗ 2018 no-show was 
accompanied by the confirmation that it's slipped out of this year and into 2019. 
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NOW IN DEVELOPMENT FOR NINTENDO SWITCH 


METROID PRIME 4 


THIS NO-SHOW, THOUGH, didn't personally surprise me in the least. Even as 
we planned out the contents for this issue, I didn't pencil in any space for Metroid 
Prime 4, because I was sure Nintendo would skip showing off any aspect of it at 
E3 2018 in favor of keeping it under wraps until 2019. Maybe next E3 will be when 
it get its big, actual unveiling (beyond just a logo). Or, if we're really lucky, the first 
look could come in January — as with Smash in the rearview by then, Nintendo 
will need the next big game to point fans toward. Despite Prime 4’s absence at the 
Expo this year, though, Metroid fans weren't forgotten. Ridley in Smash, baby! 


why isn't animal crossing on the switch yet? 
what's the holdup? phone version is 
times. 
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STAR FOX: GRAND PRIX 


HERE'S A GAME that may or may not actually exist! The chatter throughout the 
Nintendo fandom online in the weeks leading up to E3 2018 focused largely on a 
supposedly leaked racing game in development at Retro Studios and starring 
everyone's favorite fox and his friends. Star Fox: Grand Prix is said to be a fast- 
paced space racer in which you hop into the cockpit of an Arwing and speed your 
way through the iconic locations of the Lylat System — not to try to reach a final 
showdown with Andross, though, but rather just racing for a finish line instead. It 
had all the markings of being this year's spoiled surprise, as Mario * Rabbids 
Kingdom Battle was last year. But it didn't appear! We'll have to wait. (If it's real!) 


ANIMAL CROSSING ON SWITCH 


FINALLY, THE PERENNIAL participant on these "No-Show" pages is back once 
again, as Nintendo has once more bypassed what seemed to so many to be an 
obvious opportunity to unveil a new, traditional Animal Crossing sequel for the 
Nintendo Switch. What makes things a little different now is that the fan pressure 
is really seeming to be building up for Nintendo to get moving on this game — one 
prominent example, seen above, is that celebrity Nintendo fan Chrissy Teigen 
even got fed up enough about waiting for the announcement that she called the 
Big N out on Twitter one month before the opening of E3 2018. Alas, her star 
power didn't prove to be strong enough to force their hand into a June reveal. 


BY LUCAS M. THOMAS 
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EVERYONES GOING WILD 
OVER THE LATEST TREND — 


SLOWING Down TIME! 


YER GETTING A 


e IS ALL THE RAGE Nou! 


MAKIo TENNIS ACES 


WHAT A GREAT IDEA! T JUST 


CANT BELIEVE No ONE THOUGHT 
OF THIS SooNER! 


BY MATTHEW TARANTO 
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ARLO'S HEADCANON 


ANYTHING YOU CAN DO... 


THE MORNING WAS quiet and still. Birds twittered in the trees high above, and a frog croaked somewhere in the distance — but in this 
little patch of woods, all that moved was a lone figure clad in shining red and orange armor. 

Samus strolled through the grass, the middle and index fingers of her left hand to her temple, scanning the local flora. The soft beeps and blips 
floated up into the air to join with the birdsong. There was a genus of flower in these woods that appeared to have a smiling face on it — a curious 
evolutionary trait indeed — and she was gathering as much data on this phenomenon as she could. 

She spotted a large patch of specimens a little further into the trees, but before she could reach them, movement caught her eye. 

She turned and saw a little man, clad in blue armor, sitting on a rock. He had an arm cannon similar to hers, and he appeared to be configuring it. 
Instinctively she scanned him, but her visor gave her an error message. This little man and his armor didn't match anything in her database. Was this 
another Chozo design... ? 
ega Man looked up and they locked eyes for a quiet moment. Then Samus' eyes moved from his arm cannon to hers and back again. 

She raised hers and gave it a little flourish, audibly powering it up and spinning the barrel with a whir. Then she watched him, waiting to see what 
he would do. 
ega Man wasted no time. He breathed on his arm cannon, rubbed it a little with his other arm, jumped off the rock and thrust the gun into the air. 
He gave a silly smirk as the sun glinted off of it. 

Samus thought for a moment. This man's arm cannon was no doubt inferior to hers, but she decided that he would be a potential threat unless she 
established this fact. So she turned and took aim at a dandelion that was standing about 20 feet away. With one blast the thing disintegrated, not even 
leaving so much as a puff of fuzz behind. Then she turned back to the little man. 

Mega Man turned, found another dandelion, vaporized it with one shot, and turned back to her with another smirk. 

Now Samus was annoyed. She didn't know why, but she was. So she spotted a large rock a ways away, charged up her arm cannon, and fired again. 
The rock exploded into a hundred fragments with a loud bang. 

And without hesitation Mega Man spotted another similar rock. To Samus' further annoyance he charged up a shot and blasted the rock with just as 
much force. Now there was annoyance on his face as well. 

Samus bent down, picked up a small rock and threw it high into the air. In the blink of an eye she engaged Morph Ball mode, boosted around in a 
quick half circle, disengaged her Morph Ball and blasted the rock out of the air before it could get so much as a quarter of the way back down. She 
didn't even have time to lower her arm, however, before the little man snatched his own rock and chucked it up in the air. He launched himself into a 
powerful sli icking up a line of dirt and leaves, and just as quickly regained his stance and shot the rock out of the air. 

Both agi hey searched the area for their next target. Samus spotted the bottom of a cliff face through the trees and made a dash for it, and 
her adversa owed. She rolled back into her Morph Ball and engaged the Spider Ball. Her suit whirred as she scaled the cliff, and 
when she r the top she stood and looked down victoriously. She frowned when she saw the man jumping up the 
cliff, hopping up its face despite not having an opposite surface to rebound from. Surely, she thought, this was some 
technology she had never even fathomed . . . 

When he reached the top she scanned the area again. Inexplicably (and very conveniently) she spotted a troll- 
ike monster covered in icy shards. She ran up to it and blasted it every which way until the beast fell to the 
ground with a giant thud. A glowing device fell from its mouth, and when she touched it, it instantly integrated 
into her suit. Immediately she shot a frigid blast at a tree and encased it in ice. Then she turned to the little 
man with the beginnings of a smirk, but he was already running toward another little man wearing a large, 
poofy coat who had suddenly appeared off to their left. He blasted this newcomer to bits in an instant and 
picked up a similar glowing device, which also integrated itself into his arm cannon. He shot a different tree with 
a frigid blast and encased it in ice as well. 

Both fuming, the two of them ran through the woods, shooting everything in their paths. Missiles and ice and 
plasma and energy beams of all kinds shot through the air in every direction as each tried to outshoot 
and outmaneuver the other. Boulders exploded and trees burst into flames and tiny animals scattered 
as they rampaged, and the once-quiet wood was now echoing with the sound of enormous, earth- 
shaking explosions. Finally they screeched to a halt and turned their arm cannons on each other, 
and with fury in their eyes they charged up energy... 

A little squeak came from beside them, and they turned to look. They immediately stopped 
charging and everything went quiet. 

Princess Peach was standing there, a basket filled with smiling flowers in one hand and 

a watering can in the other. She was staring ahead, trembling slightly, her eyes wide 

and her mouth hanging open. 
Samus and Mega Man lowered their arm cannons and looked around. The 

forest had been reduced to ruin in all directions. Trees lay splintered and broken. 

Rocky debris littered the ground. Small fires burned in what was left of the grass. 

They looked slowly back to Peach, who was still in shock, then they shot each 
other a quick, guilty look. A split-second later Samus punched a command into her 
visor and jumped onto her gunship as it sped past, and Mega Man teleported 
away in a quick beam of energy. 


/ 
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Here's a scene that should seem simultaneously familiar and foreign: the iconic battle against the massive 

Guts Tank in Mega Man 2, but rendered in 16-bit style! Committed Nintendo loyalists never got the 

chance to experience this more colorful take on the colossal clash, as it was exclusively featured in Mega 

MEGA MAN: Man: The Wily Wars, a compilation of the first three Mega Man games redrawn and rereleased on the 
THE WILY WARS Sega Genesis. The Wily Wars remains locked in the past, too, having never been rereleased itself on any 
SEGA GENESIS, 1994 more modern piece of hardware — and that's a shame, since it included new levels, new bosses and a new 
story that linked the original trilogy together into one huge journey! Bring it back, Capcom! — LUCAS 
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CHARACTER PROFILE 


Everyone's attention may be turned to the Blue Bomber right now, 
but don't forget the Red Rocker who's always lurking in the shadows 


and ready to lend his little brother a helping hand. (Or blast him apart!) 


At the end of Mega Man 3, his 
true colors as a hero and ally were 
revealed when he rescued Mega Man! 


Proto Man first appeared in disguise, 
challenging Mega Man to battles 


under the name "Break Man." 


Proto Man is a mysterious presence all 
throughout Mega Man 3, showing up on 
several occasions to fight Mega Man — 
and, in one instance, just to stare him 
down before teleporting away. It's not 
until the ending sequence that the truth 
is revealed: He is Mega Man's brother, 
the original Dr. Light creation, DLN-000! 


He became a famous racecar driver, 
globally adored for his skills behind 


the wheel of his Red Striker! 


him entirely as a villain. 


After Mega Man 3 came the latter trilogy 
of NES series sequels that all had one 
story beat in common: Dr. Wily kept 
framing someone else for his crimes. Dr. 
Cossack was the scapegoat in Mega Man 
4 and "Mr. X" was in Mega Man 6, but in 
Mega Man 5 the villain was Proto Man! 
(until the real Proto Man showed up.) 


Though clearly an ally in the games, 
the '90s Mega Man cartoon depicted 


e 


Proto Man's popularity was both 
recognized and monetized when his 


outfit became Smash Mii Fighter DLC. 


When he confronted the evil King in 
Mega Man & Bass, he got chopped in 
half with an axe! (He got better.) 
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STAGE SELECT 


Proto Man was this cool, aloof character 
for years, building up his rep by making 
fashionably late entrances and never 
overstaying his welcome (or sometimes 
never showing up at all). So it was that 
fans loved him so much by 2008 that 
Capcom figured they could make some 
cash selling him as a DLC hero for $2.00! 


FIRST APPEARANCE 
MEGA MAN 3 (1990) 


What does the future hold for Proto 
Man, the coolest of all robots? We 
don't know! Despite seeing the rest of 
Mega Man's usual allies in action in 
Mega Man 11 already, this scarf-clad 
superstar has yet to show himself. 


He'll surely appear in some capacity, 
either as an ally who drops in for 
mid-stage cameos or perhaps even 
as an extra playable character. It 
wouldn't be the first time, after all! 


PROTO HRN 


ок INI BACK 


RHCTER BY PUSHING LEFT OR RIGHT 


Really, two bucks was a steal to make 
Proto Man playable in Mega Man 9, as he 
brought a lot of extra fun to runs of that 

game with his projectile-deflecting 
shield, quick slide technique and charge 
shot (all of which Mega Man lacked). He 
was so popular that he got promoted 
and was playable from the start in 10! 
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SLICK AS A WHISTLE 


This facet of Proto Man's character is difficult to 


describe in text alone, so you might want to do a 
YouTube search for "Proto Man Whistle" to hear for | 2 
yourself. Basically, he's a whistler. Just before 
Proto Man teleports into the scene in any SIGNATURE SCARF 
Mega Man game, he whistles a trademark 
tune. It's just a few notes, but it lets 
you know he's about to arrive in an 
effective, cool way! (Whistling, 
cool? It is when he does it.) 
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WHATS IN A NAME? “So Brother, you are not as weak as | thought. 
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still goes by that when he's not suited up for 
battle), so too does Proto Man have a "real" name: 
Blues! And if it strikes you as odd that a character 
who wears all red would be named "Blues," then 
you're not alone. It's just another of the Mega Man 
series' many music-related names, and an appro- 


priate one, as the blues genre preceded rock music 
just as Proto Man preceded Mega Man! 


WARP ZONE 


IT'S ISSUE #50 of Nintendo Power, and how else 
would you expect them to celebrate than with style? 

This time out, the cover featured one game and 
one game only: The Legend of Zelda: Link's 
Awakening, because what else do you really need? 
It was the perfect game at the perfect time to cele- 
brate five years and 50 issues of news and strate- 
gies straight from the pros, and to commemorate 
the occasion, an exclusive image of the game's 
helpful owl was shown alongside Link's Magical 
Sword, all set against a metallic gold backdrop. 

As Link made his debut on the Game Boy, he 
awoke to find himself in some pretty good company 
with the sequel to the Ghosts 'n Goblins spin-off, 
Gargoyles Quest. In addition, a portable port of the 
popular Terminator 2: Judgment Day arcade game 
(simply titled "T2: The Arcade Game") saw a bit of 
coverage as well. 

The road to WrestleMania IX may have come and 
gone earlier in the year, but thanks to LJN, any time 
was the right time for a Royal Rumble on the Super 
Nintendo Entertainment System, as 12 legendary 
Superstars of the World Wrestling Federation 
competed for a shot at the gold on the grandest 
stage of them all. Atlus brought Strider-style action 
to the 16-bit platform with Run Saber, and evolution 
took an interesting turn in EV0.: Search for Eden 
from Enix. And, as teased previously, it was finally 
time to see what could possibly go wrong as Bubsy 
the Bobcat bounced onto the Super NES in Claws 
Encounters of the Furred Kind, which shared poster 
real estate with a 50th issue celebration that show- 
cased all 50 NP covers to date. 

In addition to the usual round of coverage, 
school may have been out for this July issue, but 
the learning never stopped as NP taught everyone 
that Education + Entertainment = Edutainment. But 
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while a comic teacher kicked things off with the 
usual "learning"-style suspects of Mario is Missing 
and the Miracle Piano Teaching System, a light was 
shone on other types of productivity with the "fact 
recall" of Where in the World is Carmen Sandiego?, 
Where in Time is Carmen Sandiego? and Jeopardy!. 
Even more unexpected titles rounded things off, 
with SimCity, SimEarth, Aerobiz and Mario Paint 
showcasing strategy, simulation and creativity. 

On the NES, it was time for altogether-ookiness 
with The Addams Family as they embarked on 
Pugsley’s Scavenger Hunt. The world of Final Fight 
also got smaller, but still Mighty — and unlike the 
Super NES version, all three characters were 
playable, though action remained strictly single- 
player. And while Bubble Bobble Part 2 might have 
seemed ready to scratch that multiplayer itch, it 
unfortunately departed from the original by having 
its two players alternate between stages. 

In the comics, peace reigned throughout the 
Lylat System as the Star Fox Team enjoyed a well- 
deserved break from battles against Andross — but 
not for long, as space-faring versions of normally 
friendly aquatic life begin to attack passing space 
freighters. Back on Earth, topsy met turvy and they 
started to spin as Nester met a Tasmanian Devil 
(though not his closest kin). 

The 50th issue celebration continued as a four- 
page anniversary feature gave us a view of 
Nintendo Power "from inside-out," as seen below. 
Among the highlights were various factoids (such as 
the original name being slated as "Power Play" 
before learning of a computer newsletter that was 
already using it) and a look at the best, worst, most 
and least the magazine had to offer — including the 
disaster that was the Total Recall Player’s Poll 
contest, wherein the winner didn’t get to meet 
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Arnold Schwarzenegger until the following year, and 
even then, only for a quick handshake. 

Power Players were invited to test their mental 
might with a page of Power Puzzlers, then show off 
their purchasing power at the all-new Power Shop, 
where you could get the first 50 issues, five magazine 
holders and an NP index, all for just $50 (where's that 
deal today?). Caps, shirts, wristwatches and trading 
card holders filled out the rest of the shop, along with 
trade paperback versions of the fan-favorite Super 
Mario Adventures and The Legend of Zelda: A Link to 
the Past comics (which you can get today, thanks to 
newly printed versions from Viz). 

This issue's Player's Poll offered a plethora of 
prizes for Power Players' persistent pleasure. Five 
grand prizes were available for the choosing, includ- 
ing a game a week for 50 weeks, five Game Boys with 
five games each, a $500 gift certificate, a Power 
Party for 50 friends at your local arcade or 50 pounds 
of quarters (which they might have come to realize is 
a bad idea — do the math). 

In Top 20 land, Star Fox ruled the day on Super 
NES, with Street Fighter ll: The World Warrior and The 
Legend of Zelda: A Link to the Past keeping Mario out 
of the Top 3. Fortunately for him, Super Mario Bros. 3 
was #1 on the NES, while Super Mario Land 2: 6 
Golden Coins and Super Mario Land topped the Game 
Boy charts. 

Speaking of Street Fighter II, the Turbo version 
was the highlight of Pak Watch, which helped close 
out the issue alongside Mortal Kombat (complete 
with an attempted justification of its toned-down 
violence), Teenage Mutant Ninja Turtles: Tournament 
Fighters, Jurassic Park and Mega Man X — complete 
with screens of the fabled "White City" that didn't 
make it into the final version! 

As you might have expected, Street Fighter II 
Turbo led off Issue 51 on the cover, and it was joined 
inside by Alien 3 (sharing poster duties with Rock 'n 
Roll Racing), Zombies Ate My Neighbors, Goof Troop 
and Nigel Mansell's World Championship. Speedy 
Gonzales zipped onto Game Boy alongside Star Trek: 
The Next Generation and 4-in-1 Funpak Vol. Il, and 
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the NES was welcomed to Jurassic Park, followed by 
King’s Quest V. 

After Link’s adventure on Koholint, Nester decided 
to try his luck in not only waking the Wind Fish, but 
dealing with a too-chatty owl. In Star Fox, the crew 
had a whale of a tale as they deal with the rebel rays 
and encounted a familiar face — or rather, a voice. 

A four-page special feature (seen above, in part) 
examined the confounding complications surrounding 
"The Name of the Game," and how many different 
products could share the same title — whether they 
themselves are similar or not — as well as sequels 
with entirely different names, or "Super" games that 
weren't Super NES games. 

In the Top 20, the top four spots for the Super NES 
and Game Boy remained unchallenged from the 
previous issue, but only the top three were the same 
on the NES. Over in Player's Poll, one lucky winner 


The Star Fox dome rocked! 


got to bring home their very own seven-foot 
Xenomorph and Ripley's actual cryotube from the 
movie in an Alien 3-themed contest. Second prize got 
a VHS copy of the movie and a copy of the game for 
the Nintendo system of their choice, as did the grand 
prize winner. 

As usual, the Pak Watch section began to close the 
issue out as Clay Fighter appeared front and center. A 
new device from Tyco called the "Power Plug" was 
shown off, ready to memorize complex button combi- 
nations for you, and a double dose of Mega fun from 
Mega Man 6 on the NES and Mega Man IV for the 
Game Boy sandwiched news about Final Fantasy 
Legend III оп the Game Boy. 

Finally, a Consumer Electronics Show report 
showed Mario, Yoshi and WCW's Sting greeting fans, 
as well as a sit-down Stunt Race FX (still called "FX 
Trax" at this point in time) display and a large sign 
showing off logos for it and Super Mario All-Stars, 
plus Mario and Luigi from the poster for the then- 
upcoming Super Mario Bros. movie. Looking back 
now, we know that this wound up being one of the 
last big video game-focused CES shows before E3 
took that job starting in 1995! — DAVID 


Mega Man is back! 


INIERVIEW 


ISSUE 434: REBUILDING THE BLUE BOMBER 


NF: Why did you want to get into the 
games industry? 

It started back when | was 
about 10 years old, when the Famicom 
came out in Japan. It's at that age 
where your interests are very easily 
piqued by a lot of different things, and 
games captured my interests very 
strongly. Ever since that point, I've 
wanted to learn how to make games. | 
studied how to program games basi- 
cally from the time | was 10 years old. 
So I guess you could say it's all the 
Famicom's fault! 


Looking back, what does Mega Man 
mean for you? 

My experience with the Mega Man 
series actually began with Zero 1, but 
some of our staff, such as our Vice 
President Yoshihisa Tsuda, worked on 
some of the Mega Man titles while at 
Capcom, like Mega Man 7 and Mega 
Man X2. For me personally, with Mega 
Man Zero, that was at a time that I 
went from being a programmer to CEO 
of the company, so | was basically 
doing both at the same time. | was 
programming and running the 
company as CEO every single day. 
While you could say that was a really 
busy and hectic time frame in my 
career, that kind of helped shape me 
in ways that enabled me to handle a 
whole lot of workload — even the 
toughest tasks that come my way 
nowadays. You could say it was all 
thanks to doing all that back in the 
days of Zero that I'm able to do the job 
Гат now. 


Did you or anyone else back at 
Capcom have any discussions to 
bridge the Classic and X series in the 
same way Inti Creates bridged the X 
and Zero series? 

Maybe that's something that could 
have existed, but at the time | wasn't 
personally involved with discussions 
like that. But there's definitely that 
clear bridge between X and Zero. I 
have to preface this with a "maybe" 
because I cannot say for 100% certain 
if that is the case, but I think on 
purpose perhaps there was a kind of 
air of illusion. They wanted to allow 
the fans to come up with their own 
ideas about how this transitioned from 
here to there as opposed to "This is 
how it is!" Again, | couldn't say for 
10096 certain. Maybe folks like [former 
Mega Man producer Keiji] Inafune ог 
some of the other people who worked 
on the series back at that time could 
give you a better answer than | could. I 
think it would be interesting to see 
that come to light one day! I think it 
could be done! 


When did you decide that being CEO 
of a company was the right move in 
your career path? 

| feel like I'm a very lucky man. The 
proper way to do things is to build 
your plan: How are we going to make 
these games? What kinds of games are 
we going to make? Really get all that 
solidified, then make your company. 
Not quite how things worked out! We 
were very fortunate in that, when we 
made our company, things really 
worked out well for us and enabled us 
to succeed and get to where we are 
today. | guess | am pretty lucky, when 
all is said and done! 


Pixel art is sometimes called "retro" 
among fans, and many games in Inti 
Creates' catalog have been in that 
style. How does it feel when people 
refer to your games as "retro," and 
why has the company been so loyal 
to that art style? 

We have made games that are not 
pixel art, obviously, but the cost of 
making super cutting-edge games is 
incredibly expensive! We're not a giant 
company or anything, so one of the 
reasons we do it is to help alleviate 
costs. When you're thinking up games 
and designing stuff in a 2D pixel art 
fashion, that affects how you imagine 
your games and products, so every- 
thing works out in that regard. That's 
Point One. 

Point Two, we at Inti Creates love 
these kinds of games! We love pixel art 
games! This is what we grew up on! A 
lot of our staff, from the beginning up 
until now, love those kinds of 8-bit/ 
16-bit games from our own youth, and 
those are the games that have the 
strongest impact on them. Those are 
the games they want to make. People 
see us doing it and join our company 
because they want to make games like 
that too! There are a lot of people at 
Inti Creates who love 2D pixelated 
action games more than anything else! 
When you assemble people who love 
all those kinds of things together in 
one place, this is what happens! 

When people call our games "retro" 
or "classic," we don't see any negative 


association with that. The easiest way 
to describe it is, when you play a game 
that's not looking like the cutting-edge 
new stuff, and you say, "Wow, this 
game is really fun," that shows just 
how much fun at its core the game can 
really be. Even when people say, "This 
game feels like such a classic game," 
we don't see that as anything but a 
positive. 


Bloodstained: Curse of the Moon was 
just announced [check out our review 
on Page 18!], two weeks before its 
release! Why such a quick turn- 
around? 

To put it in very simple terms, when 
you see a game trailer for a game you 
really like for the first time, you say, 
"Oh, man! This looks so awesome! I 
really want to play this!" And then you 
can't play it for months on end? That 
kind of sucks, doesn't it? So we wanted 
to completely alleviate that problem, 
to give you guys something new, and 
then boom, here it's coming in two 
weeks! Simple as that! 


This game resembles classic 
Castlevania from before Koji Igarashi 
took charge and transitioned the 
series into the "Igavania" format. 
Was that always intentional in order 
to distinguish it from the main 
Bloodstained? 

We wanted to bring it back to that 
more classic style, where you go 
through a stage, beat a boss, go to the 
next one, beat a boss, keep progress- 
ing through the stages until you beat 
that final boss and beat the game. 
That's exactly the kind of vibe we were 
going for. 


Also recently announced was Gunvolt 
Chronicles: Luminous Avenger iX, a 
new chapter in the Gunvolt series 
that has made its mark in the action 
platforming space. It greatly resem- 
bled the Zero series in style and 
gameplay in the beginning, but over 
time has gained a flavor of its own. 
How do you see this series evolving 
going forward? 

This is very much its own series, so it's 


going to have its own unique styling, 
its own unique evolution. You can say 
the same for Mega Man and Mega Man 
X — they have their own very distinct 
flavors to them, and 1 think we will 
have the same kind of thing with the 
original Gunvolt series and Gunvolt 
Chronicles. 


Your other current project, Dragon: 
Marked for Death, merges the names 
of a Bruce Lee biographical film from 
1993 and a famous Steven Seagal 
film from 1990 into one title. Was 
that intentional? Do you fear that 
Steven Seagal will sue you? 

We knew from the beginning that we 
wanted to have "Dragon" in the title, 
but | guess the person who ended up 
completing the title is in fact a fan of 
Steven Seagal? Who knows! Maybe 
that had some influence on his 
decision! 


Dragon combines the melee combat 
and customization of the Zero series, 
the co-op beat-'em-up action of 
brawlers like Dungeons & Dragons: 
Shadow over Mystara, and the 
monster hunting of... well... 
Monster Hunter. In many ways, it's 
the culmination of everything Inti 
Creates has mastered over the years. 
Was that always the goal? 

We're not intentionally trying to 
combine the best parts of certain 
genres into one. The biggest point 
with this one is that we've never made 
a game in a medieval fantasy-type 
setting, and we really wanted to bring 
that to life for the first time. And of 
course, that patented Inti Creates 
"Mega Man Zero" style of 2D action is 
always a part of the conversation. But 
on top of both of those things, we 
wanted to have this game be a game 
you could play with your friends. That 
cooperative aspect that is so pivotal to 
the game is something we wanted to 
drive home, so I guess you could that's 
why it's taking as long as it is to 
develop! We just have a little more to 
0, so hang tight! 


If you could make a game in any 
Nintendo franchise, with an unlim- 
ited budget, which would you choose 
and why? 

Just one!? Well, | would love to make a 
new The Adventure of Link for the 
modern era! 


Finally, if you could have any super- 
power, what would it be and why? 

I'd probably go with Superman. Flying 
close to the sun, getting crazy 
powerful: That's pretty awesome! 
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IF I IMAGINE I'VE GOT 
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OKAY, NOW 
I'M PUMPED 


BY MATTHEW LOFFHAGEN 
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Mega Man may be gearing up for his 11th adventure, 
but before it can begin he must first face down and 
defeat all of his previously vanquished foes once again! 
Flip the page to find our full review of Mega Man 
Legacy Collection 1 & 2 on Nintendo Switch! : ` W 
ма 


JULY/AUGUST 2018 65 


MEGA MAN LEGACY COLLECTION 


WHILE THE NES Mega Man games 
have been re-released many times on 
Nintendo platforms across retail col- 
lections and the Virtual Console, 
they've never been handled with as 
much care as in Mega Man Legacy 
Collection, which previously appeared 
on 3DS. This Switch release is largely 
the same, with one major addition 
that makes this likely the best assort- 
ment of Mega Man games ever to be 
packaged into a single box. 

The six games here are Mega Man 
1, 2, 3, 4, 5 and 6, all of which came 
out between 1987 and 1994 on the 
NES in North America. These six 
games defined the franchise and are 
some of the best platformers of the 
era. The original game is a little rough 
around the edges, but still worthwhile 
to play in 2018. Mega Man kicked into 
high gear with Mega Man 2, however, 
and while the Blue Bomber's sopho- 
more outing might be the most well 
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known, the following four NES games 
are generally excellent iterations and 
evolutions of the dynamite framework 
Mega Man 2 laid out. (I personally 
have a soft spot for Mega Man 3 and 6. 
The third game is a nice refinement of 
what the second one does so well, and 
the Rush Adaptors in the sixth one are 
super novel and fun.) 

But what exactly do these Mega 
Man games do so well? They give you 
arelatively simple framework — Mega 
Man can only run, shoot and jump to 
start in most of them — and they build 
on it with added abilities, challenging 
platforming segments and thrilling 
boss battles. The Robot Masters are a 
puzzle to figure out, looking to see 
what other abilities do the most 
damage to them. 

If | had any major complaints about 
the games as a whole, it's that they 
can get rather challenging in the late 
stages, and having extra lives is a tiny 
bit antiquated. Fortunately, Legacy 
Collection's big new Switch addition is 
a Rewind feature, which is so amazing 
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I don't know how it wasn't done 
before. At the press of a button, you 
can rewind the games, so you can 
make the jump you totally blew or try 
to knock out that mid-boss without 
dying and having to redo a portion of 
the level. It alleviates a lot of the frus- 
tration that these games can bring, 
making them much more approach- 
able for new players. A save state 
feature, which was already present in 
earlier releases, is also available so 
you can both save your progress 
without remembering a password and 
reload the start of a stage easily. 

In addition to the six games, which 
are all worth playing or replaying, a 
sizable collection of concept art and 
marketing materials is also stowed 
away in here. It's neat seeing the evo- 
lution of different enemies and how 
they originally looked before being 
turned into pixels. You can also play 
music from all of the soundtracks and 
look over detailed profiles of every 
character. A variety of Challenge 
stages also give you new ways to play 
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these games, and a set of them are 
even locked behind the Mega Man 
amiibo, if you happen to have one of 
those lying around. (None of these 
challenges are new, however, if you 
played Legacy Collection on 3DS.) 

The Mega Man games are legend- 
ary, especially the first six on NES. 
This package is a magical, perfectly 
emulated collection that is perfect for 
Switch. Sit back on the couch and kick 
Wily’s butt, or take your system on the 
go and whittle away some Robot 
Masters on the train. The one thing 
that holds this back from being the 
bar-none best way to play Mega Man 
games is that the D-Pads on the Joy- 
Con and Pro Controllers aren't the 
best. But aside from that, Mega Man 
Legacy Collection is awesome. It's a 
collection of one of the best NES series 
ever, and whether you've played each 
game a dozen times or missed out on 
them all before, this is a great compi- 
lation to pick up. — NEAL 
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MEGA MAN LEGACY COLLECTION 2 


ON THE FLIPSIDE of Mega Man 
Legacy Collection's well-tread NES 
games is Mega Man Legacy Collection 
2's four-pack of later Mega Man 
games. This set comes with Mega Man 
7, 8, 9 and 10, a quartet that spans 15 
years of releases across numerous 
systems. After the NES, Mega Man 
went in a lot of weird directions, as the 
X series came out on Super Nintendo 
and then many other spin-off fran- 
chises emerged. The mainline fran- 
chise slowly continued to churn along, 
but in weird ways. 

This collection was the first time I 
ever played longer than 15 minutes of 
Mega Man 7 and 8 and I can't say I'm 
wild about either. Mega Man 7 is a 
Super Nintendo game that looks nice, 
but Mega Man's sprite is so big on the 
screen that it hinders gameplay. It 
does build off of the Rush Adapter 
from Mega Man 6, which is cool, but 
overall, this might be my least favorite 
mainline Mega Man game. It doesn't 
even have the benefit of the original of 
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laying down a solid foundation. It's 
just OK. Mega Man 7 strikes me as a 
game that's worth revisiting if you 
carry nostalgia for it, but maybe not 
one that's that great for new players. 

Mega Man 8 was the first in the 
series to skip a Nintendo platform at 
launch, instead hitting PlayStation and 
Sega Saturn. It's a marked improve- 
ment from 7 but maybe doesn't really 
do that much to iterate on what came 
before. Looking back, it makes sense 
that mainline Mega Man took a 10- 
year break after this, because it didn't 
seem like there were too many 
original ideas here. Mega Man does 
handle very nicely here and it adds 
some twists in that you can have the 
projectiles of multiple weapons active 
on the screen at one time, creating 
some cool puzzle scenarios. Also Mega 
Man 8 is the one with the miserable 
voice acting that is hilariously bad. 
Some people might not be able to 
stand it, but I laughed very hard 
whenever it reared its ugly head. 

The next two games here debuted 
on WiiWare in 2008 and 2010 respec- 


tively. Mega Man 9 was a welcome 
return to the old-school NES graphics, 
but it's stark revisiting it now. The 
backgrounds and graphics are stale 
and seemingly low budget while the 
overall game is even less exciting and 
new than the already same-y Mega 
Man 8. The difficulty is punishing as 
well. With more time, it's baffling how 
much Mega Man 9 throws back to 1 
and 2 while low-key ignoring all of the 
iterative improvements over the rest 
of the series. This isn't a bad game, 
but it's certainly in the back half of 
overall Mega Man games. 

The WiiWare sequel Mega Man 10 is 
a huge step up, though, with a lot of 
truly weird Robot Masters. I still love 
Sheep Man and his peculiar computer- 
inspired level. Proto Man is alterna- 
tively playable, providing multiple 
ways to play, as he can slide and 
charge his shot whereas Mega Man is 
similar to his Mega Man 9 incarnation. 
Difficulty settings also help alleviate 
some of the challenge, but in general, 
10 is a fun, balanced game with a little 
bit of loopy creativity in its levels and 
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bosses. 

To summarize, aside from Mega 
Man 10, none of these games are slam 
dunks. They have their issues and it 
makes this a far less enticing collec- 
tion than its compatriot. 

It doesn't help that the overall 
package is less nice as well. The 
concept art and designs are all there, 
but it's not quite as polished. In lieu of 
the Rewind feature, Legacy Collection 
2 adds the ability to activate an "Extra 
Armor" mode in each of the games, 
which is helpful especially for the bru- 
tality of Mega Man 9's difficulty. AII of 
the DLC from Mega Man 9 and 10 is 
also available for free here, so the 
bonus stages and characters are all 
there from the jump (or with the 
power of a secret code). 

For completionist sake, Mega Man 
Legacy Collection 2 is worth picking 
up, but it pales in comparison to its 
predecessor. — NEAL 
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ГУЕ DONE IT! Somehow, I’ve done it. 
l've managed to find enough time in 
the past two months — with a newborn 
baby at home — to sit down and build 
every Nintendo Labo Toy-Con project. 
It wasn't easy! | had to spread out 
the construction process over a period 
of several weeks, managing both our 
new baby and our older boys, while 
also trying to include them in the Labo 
process so it would be father/ 
son time and not just me 
sitting and folding a bunch 
of cardboard boxes alone 
for hours on end. | was 
halfway successful there. 


6? 


Our 6-year-old, Carter, was the one 
| thought would be a perfect match for 
this whole "build your own toys out of 
cardboard" concept. He lost interest 
almost immediately, though, only 
returning to play with the toys when 
they were finished. It was our 4-year- 
old, Calvin, who diligently sat by my 
side and served as my helper through 
nearly every hour of each build. His 
personality was just a better match for 
this — he loves playing with tools and 
building with other kinds of toys, so he 
was loving Labo. He helped me by 
popping out cardboard pieces, being 
an extra set of hands to keep the on- 
screen instructions moving along 
when I was busy folding flaps 
and sticking stickers and 
was basically a little 
| rock star. 
I wanted to lay out 
my personal experience 
with the Labo construc- 
tion process first and 
foremost here, because 
if the idea of sitting for 
hours patiently 


removing one flat sheet of cardboard 
from the package at a time and care- 
fully folding it into the shapes you see 
around on these pages doesn't appeal 
to you, you should just bow out of con- 
sidering a purchase of any Nintendo 
Labo Kit right away. The old adage 
about going on vacation is "getting 
there is half the fun," and for Labo it's 
the step-by-step, hands-on making of 
these physical toys that is at least half 
of the attraction. If that doesn't excite 
you, you should just go ahead and 
move on to Nintendo's "normal" titles. 
... Still here? OK. Here's a toy-by- 
toy breakdown of what's in the box. 


THE LABO RC CAR 
If I’ve intimidated you with talk of the 
multiple hours Labo builds can take, 
try not to fret — you get eased in with 
the RC Car, which only takes a few 
minutes since it's really just one piece 
of cardboard folded a few times. In no 
time at all you're inserting the Joy-Con 
controllers, then picking up the Switch 
and tapping its touchscreen to make 
the Joy-Cons rumble, which in turn 
makes the car "drive." 

It's odd and it's loud, listening to 
the little HD Rumble motors that are 

meant for momentary bursts 
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of force feedback be themselves 
forced into constant spinning action. 
Seeing the tiny contraption buzz its 
way in slow circles around a table 
surface is funny, but its fun is limited. 
It's quickly cast aside. 


THE LABO FISHING ROD 

A much more robust and replayable 
gameplay experience is found in the 
waters of the virtual ocean displayed 
on the Switch screen after you build 
the Labo Fishing Rod. This one turned 
into our go-to Toy-Con to use to 
demonstrate the appeal of the Variety 
Kit to friends, as its action of lowering 
a fishing line into the water, hooking a 
fish and then frantically reeling it back 
up to the surface is instantly accessi- 
ble for even the youngest kids. (Calvin 
was a natural.) The Toy-Con is novel in 
its take on a real rod and reel, offering 
solid feedback and pull on the line. 
The cranking motion is satisfying and 
the whole construction was always 
responsive, instantly translating input 
into action. 

Even better, though, was that the 
game has real depth! (Not a pun.) The 
ocean here has a wide variety of fish 
to discover, and each species demands 
a different strategy for successfully 
bringing them back up to your boat 
from beneath the waves. | want to go 
back and cast the line back in again 

now, just thinking about it! 


THE LABO HOUSE 

Next up, the most interactive/experi- 
mental of the bunch, the Labo Toy-Con 
House. Playing with just the house 
itself, there's not a lot to do — a tiny 
little cartoon alien animal creature 
appears as the singular resident of 
this residence, and you can tilt or spin 
the whole house around in your hands 
to shift gravity and watch him roll 
around. The real focus is on the differ- 
ent "blocks" you build and then insert 
in the windows of his little home, like a 
push button, a key and a crank. Each 
one causes something different to 
happen in each different window it's 
placed in, so a lot of the fun is in the 
discovery of what happens with every 
different possibility — you might get a 
light switch to send the little alien to 
bedtime or a faucet to cause a flood 
and force him to float around the 
screen. 

More robust gameplay is found in a 
few minigames you can activate with 
the right combinations of blocks, like a 
minecart race that has our little friend 
dodging obstacles and leaping for 
candy. It's all pretty wholesome and 
the little guy's expressive animations 
sell the experience. 


THE LABO MOTORCYCLE 

The fastest, most traditional video 
gaming action available in this Kit is 
found when you build the Toy-Con 
Motorcycle, rev up its cardboard 
engine and get to racing. There have 
been plenty of motorcycle games over 
the years — even developed and pub- 
lished directly by Nintendo. The physi- 
cality of having a real set of handle- 
bars in your hands sets this one apart 
enough from those past products to 
recommend it — though its selection of 
racetracks is limited. Really, you're 
encouraged to create the courses 
yourself, using the supplemental Toy- 


Con Mini-Bike to carve 

out a pathway in the air. 
The motion of your hand is 
then translated into a track, which is 
kind of crazily inventive. | dig it. 


THE LABO PIANO 

Finally, the crown jewel of the Variety 
Kit is its most complicated creation: 
the multi-hour Piano project. I'll lay it 
out again: If you don't have patience 
for carefully, slowly folding lots of 
cardboard pieces into little shapes, 
Labo isn't for you. A rushed construc- 
tion of the Labo Piano in particular 
will result in an unplayable non-toy. 

What's worse, even my own time- 
invested, slowly built piano isn't 
holding up as well as I'd hoped, as it 
has lots of tiny little stickers (required 
for the Joy-Con to detect motion) that 
aren't staying well stuck. Some added 
glue may be required here. 

But if you've got a Labo Piano that 
is in good working order and you also 
happen to have a moderate measure 
of musical aptitude, this Toy-Con really 
is the pinnacle of Labo play. YouTube 
is already rich with gifted musicians’ 
inspired creations, as many have 
crafted incredible songs working with 
the limits of this tiny 13-key keyboard 
and its software suite of customization 
options. | personally abandoned piano 
lessons back in 5th grade (I'm 
ashamed to say), but my wife is a won- 
derful pianist and she gave the Labo 
Piano a thumbs-up, so take it from 
her! 


THE VERDICT 
Not every Toy-Con is a masterpiece, 
but the variety of the Variety Kit 
makes the whole set absolutely worth 
your consideration. If, 
again, you're excited 
about building them 
all! - LUCAS 
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Becorne the Bot 


ONLY NINTENDO. 

| mean, just look at this thing. Pure ridicu- 
lousness. Sony isn't going to give you this 
experience on PlayStation. Microsoft couldn't 
conceive of it for Xbox. No, only Nintendo 
could look at an actual box and have the imag- 
ination and ingenuity to picture its potential 
to become this totally preposterous, wonder- 
fully playful thing: a complete wearable "suit" 
that turns your entire body into the controller 
of an on-screen rampaging robot. 

And the physicality of the suit is critical. 
Yes, Sony pushed their glowing magic wand 
Move controllers for a while, and Microsoft 
even used "your body is the controller" as a 

tagline to help sell their Kinect motion 
capture tech, in the era when both of them 
were trying desperately to play catch-up 
and attract the casual motion-control 
gaming audience that Nintendo managed 
to somehow create out of thin air with 
the launch of the Wii. They never did, and 
the Wii remained unmatched in motion- 
control experiences throughout that whole 
hardware cycle. But now, with this? This blows 
away any past motion-control concept that 
Nintendo published in that old era. The 
Nintendo Labo Robot Kit has a tangibility that 
really and truly lets you match your physical 
motions to the action that's happening on the 
screen, and it's fun, and it's hilarious. 

And it's tedious to set up. I’ve dabbled a bit 
in the popular modern practice of livestream- 
ing gameplay video online, but I’m happy I 
didn't try to make any kind of stream happen 
for the Labo launch, as excited as | was for it — 
those Nintendo gaming YouTube personalities 
who did ended up treating their audiences to 
about four hours of live-action footage of 
them sitting around awkwardly, slowly folding 
up all the cardboard parts and pieces it takes 
to assemble this complicated mechanical 
monstrosity. Not compelling video material. 
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GOMBON 


100,000pts. 


As with the 
five Toy-Cons of the 
Variety Kit, I took my 
time to put this one together, 
spreading out its construction over several 
days. I think that's the only way to do it and 
stay sane, at least in my house full of boys 
running around! The Robot just has a lot of 
moving parts hiding inside that bulky, boxy 
backpack that is its centerpiece, as weighted 
pulleys are attached to strings that lead to all 
four arms and legs to all work in concert to 
translate your movements into the Robot's. 

When you finally get it all ready (and then 
adjust it for your height), you then get to vent 
your frustrations from the construction by 
raining total destruction down on a helpless 
city. The central gameplay of the Labo Robot 
is cathartic, chaotic Godzilla-style wrecking of 
an entire urban area. You punch to level build- 
ings. You stomp to squash cars flat. You hold 
your arms out wide to your side to cause the 
Robot to fly, then descend from the sky with 
devastating kicks that drill into the structures 
directly below you, all the while watching your 
high score climb higher and higher. 

Of course, the official "Drill Kick" move isn't 
available from the start — you have to unlock 
it through Challenge Mode. The Challenges 
give some variety to the gameplay, giving you 
timed destruction tasks in smaller arenas. 
They're joined by a Versus Mode that lets you 
do battle with another Labo Robot owner, if 
you manage to get two of these suits together 
in the same room. (A Herculean task.) 

But, sadly, there's not enough variety to 
justify the time it takes to build the suit. The 
Labo Robot Kit is hilarious and fun. A triumph 
of motion-control gaming! But your time may 
be better invested elsewhere. — LUCAS 
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Run with Rhythm 


ON MARCH 26, 2018, Nintendo 
started closing down the Wii Shop 
Channel. Customers can no longer add 
Wii Points to use to purchase content, 
and when January 30, 2019 arrives, 
the entire Wii Shop Channel will be 
shut down for good. Every single game 
ever released for the service, be it 
WiiWare or Virtual Console, will 
become a part of digital history. 

Wondering what any of this has to 
do with Runner3? The entire Runner 
franchise wouldn't have made it to a 
third installment without the birth of 
WiiWare! Back when the Wii was the 
hottest thing going, Nintendo 
announced a plan to bring completely 
original games to the Wii Shop 
Channel through a new brand called 
"WiiWare." Not only would Nintendo 
create games for the service, but they 
were opening the floodgates to devel- 
opers around the world. This is where 
Gaijin Games (now known as Choice 
Provisions) gave birth to the BITTRIP 
series, which included BIT.TRIP 
Runner. 

The BIT.TRIP series was comprised 
of six WiiWare titles, with the common 
thread between them being an 
emphasis on the marriage of music 
and gameplay. While each installment 
found an audience and received 
various levels of praise, BITTRIP 
Runner stole the show. It seems the 


traditional visual presentation and 
platformer mechanics helped build 
Runner's success. Whatever the 
reason, BIT.TRIP Runner was singularly 
successful enough to lead to a spin-off 
franchise. 

BIT.TRIP Runner's core mechanics 
remain with the series to this day. The 
main character, CommanderVideo, 
auto-runs across the screen as you 
control his jumps, kicks and slides. You 
deal with the obstacles in your way 
and collect gold bars as you rush to 
the finish. All of this is done to the 
beat of the music, and the further you 
make it, the more your actions add 
into the song. 

BITTRIP Presents . . . Runner2: 
Future Legend of Rhythm Alien took 
everything from the first game and 
dialed it up to 11. CommanderVideo 
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got a whole new series of moves, 
including slide-kicking, shields, rail 
slides and more. Runner2 also intro- 
duced a huge amount of oddness to 
the universe, such as a wacky cast of 
side characters, some over-the-top 
scenery and none other than Charles 
Martinet as the narrator! Runner2 
seemed to do everything the first 
game did, but bigger and better. 

This leads us to Runner3, which has 
recently launched on the Switch. 
CommanderVideo has once again 
returned to run/dance his way to 
victory, bringing another batch of 
weirdos with him. But rather than take 
the super-sized approach of Runner2, 
Runner3 revisits some of what made 
the last two games great, all while 
sprinkling in new ideas and twists. 

CommanderVideo has a smaller 
moveset now, returning to the more 
standard jumping, kicking and sliding. 
While this might be a disappointment 
to some, the paring back of moves 
helps make the experience more 
focused. The difficulty of remembering 
moves has been replaced with more 
dangerous enemy and obstacle place- 
ment. The levels in Runner3 are the 
longest in the series yet, and their 
layouts make them quite unforgiving. 
For longtime fans this could be a very 
good thing — but franchise newcomers 
jumping in fresh with Runner3 are in 
for a rude awakening. 

Along with the normal run-through 
of each level are some alternate paths 
with heaps of secrets. There are items 


to unlock new characters, video tapes 
for secret retro levels and NPCs who 
dish out sidequests. Furthermore, 
each stage is littered with diamonds 
along with the usual gold bars. All this 
content means you'll be running 
stages multiple times to grab every- 
thing. 

Again, for those who don't mind a 
challenge, this should be pretty 
engaging. If you're having trouble 
grabbing all the gold bars on the first 
run-through, going for these extra 
goodies could be a fruitless effort. 

Longtime fans might find them- 
selves debating the new approach 
with Runner3, but there's one area 
almost everyone should agree on: 
Runner3 has the best and deepest 
level of music integration of any game 
in the series. It's clear the sound team 
was working overtime on this one. The 
way everything comes together while 
you're running through a stage is 
mind-blowing. Every jump, obstacle, 
note and crescendo mixes together 
into an experience which honestly 
brought a tear to my eye. Games that 
use music as a focus truly speak to 
me, and Runner3 does it better than 
almost any I’ve seen. 

Where does Runner3 sit in the fran- 
chise overall? It pushes things hard in 
some areas and isn't afraid to experi- 
ment. It seems to sit above what the 
team did with the original, but it might 
fall short of the perfect harmony 
found in Runner2. Still, Runner3 is one 
heck of an entertaining experience for 
those willing to jump into it. Just be 
ready for some brutal challenges 
along the way! — KEVIN C. 
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ASK THE 
FORCE 


INVENT A MEGA MAN 
ROBOT MASTER! 


ARLO 
Fuzz Man. He's blue and 
shoots pizza. Not a very 
good fighter, but he's 
great at parties. 


REBECCA 
Hockey Man, with rocket- 
propelled ice skates and 
the ability to send pucks 

flying at 100 MPH! He 
wears a custom goalie 
mask decorated with Dr. 
Wily's face and his hockey 
stick is made of titanium. 


CHRIS 
Ages ago when Capcom 
held their "Design a Robot 
Master" contest, | created 
my own version of Magic 
Man... who ended up 
being a winner for 
someone else! With my 
dream shattered I'll 
submit Whip Man. We've 
seen all sorts of weapon 
archetypes over the years, 
but I think people would 
go wild for a gothic robot 
who paid homage to the 
Belmonts of Castlevania. 


JONATHAN 

| entered a contest like 

that too, and | actually 
won! My entry was Emoti 
Man, a Robot Master made 

out of emoticons. To be 

fair, that was in 2008, 

before The Emoji Movie 
ruined the idea of sentient 

pictographs forever. 
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TONY 
| too entered a Robot 

Master design contest in 

2008! My boy was Aura 
Man, who could bend light 

in order to confuse Mega 

Man's sight. He was good 
enough to score 2nd place! 


@ махр. 
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Swinging 


FOLLOWING A 

PRELIMINARY release back in 
December 2016, Shantae: Half-Genie 
Hero is finally complete! Taking a page 
from her crowdfunded kinsman Shovel 
Knight, our danger-defying dame came 
at us in sections, checking off stretch 
goals via DLC updates. To cap off the 
end of development, WayForward has 
packed the various modes and former 
Kickstarter-exclusive rewards into one 
"Ultimate" bundle. 

Naturally, we get the main story 
campaign, in which Shantae whips and 
wiggles her way across Sequin Land to 
thwart lady pirate Risky Boots’ latest 
machinations of marauding mischief. 
The script is flipped in Pirate Queen's 
Quest, which casts Risky in the leading 
role. For our extended impressions, feel 
free to consult their original reviews 
back in Issues #25 and #30. That said, 
let's move on to the fresh goodies! 

Complementing the main story are 
Hero and Hard Core Modes - the 
former bestows Shantae her primary 
animal transformations from the 
outset, and the latter amps up the chal- 
lenge with reworked enemy placements 
and attack patterns. Beyond those are 
four arcade-style campaigns that 
discard the overworld map and inven- 
tory management in favor of even more 
linear progression and an experience 
system tied to gems — the more you 
collect, the more your attacks and 
weapons improve. 

In Friends to the End, you control 
Shantae's three besties — bird-tamer 
Sky, zombie gal Rottytops and self- 
proclaimed tough dude Bolo — as they 
enter her memories to reverse her 
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transformation into the villainous 
Nega-Shantae. It's a comparatively 
gentle jaunt as you cycle roles on the 
fly, determining whose skills are most 
appropriate for a given situation — Sky 
spawns bird platforms by tossing eggs, 
Rottytops "warps" beyond electrified 
barriers by chucking her head and 
reforming her body and Bolo latches his 
grappling hook onto floating rings. 

Next are the costume modes, which 
bless our belling-dancing bae with new 
threads and plenty of hilarious new 
dialogue. Lowest on the totem pole is 
Beach Mode — Shantae gears up for fun 
in the sun, but must constantly reapply 
sunscreen by finding bottles scattered 
about lest she lose health from third- 
degree burns. This lotion application is 
a frustrating mechanic that demands 
you engage Beach Mode as a speedrun- 
ning challenge regardless of your pre- 
ferred playstyle. (Also, many levels take 
place indoors or at night when skin 
damage shouldn't be a concern! What 
gives!?) 

Contrast that with Ninja Mode — 
Shantae channels her inner kunoichi 
through swifter movements, wall- 
jumping prowess and teleportation 
jutsu. The available options do a much 
better job of encouraging speedrunning 
without punishing players for attempt- 
ing a more cautious approach. (Plus, 
the entire mode reaffirms that Shantae 
is still just a kid, struck by a bout of 
cosplay whimsy!) 


Back into Stores 


SHANTAE: HALF-GENIE HERO - ULTIMATE EDITION 


Best is definitely Officer Mode, which 
plays like a sequel to WayForward's 
prodigious puzzle platformer Mighty 
Switch Force! Shantae gives a proper 
Patricia Wagon performance to hunt 
down the escaped Space Hooligans, 
who have similarly been recast by 
female members of the Shantae lineup. 
You'll have to tap a button to switch 
blocks from the foreground into the 
background, resulting in a wild depar- 
ture from every other game mode. 

The problem with all these modes is 
that you navigate the same levels and 
battle the same bosses with only 
nominal variations. You may enjoy a 
couple passes through familiar locales, 
but only those absolutely enamored by 
this chapter in the Shantae saga will 
want to tackle the full gauntlet. 

In its "Ultimate" form, Half-Genie 
Hero is a treasure trove of tantalizing 
trials for players of every possible per- 
suasion. Whether you only make a 
quick run or cover the full spread, the 
memorable characters and polished 
action ought to tickle your fancy just as 
it did well over a year ago. - TONY 
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A Dozen Ports in One Package 


MOVE OVER, MEGA MAN! Time to 
make room for another massive 
anthology from a tentpole Capcom 
franchise. With 12 titles total, Street 
Fighter 30th Anniversary Collection is 
the largest package of them all, with 
games ranging in importance from 
"underappreciated classic" to "genre- 
defining." These days, most of us take 
character select screens, combos and 
special moves for granted, but before 
Street Fighter II, they were all in their 
infancy. This is the series that took 
them to the big leagues. 

Historical significance aside, every 
Street Fighter game is worth playing, 
though the first is by far the worst. 
Featuring only one playable fighting 
style makes it pretty darn shallow, but 
it's still a hoot to play through at least 
once, if not just to see firsthand how 


far things have come since then. 
Moving forward, the series quickly 
evolves into something timeless, with 
five iterations of Street Fighter II, 
three entries in the Street Fighter 
Alpha spin-off series and three 
versions of Street Fighter IIl, one of 
the most beautifully animated, 
deepest fighting games ever made. 
They all still hold up today, though 
Street Fighter II is definitely Capcom's 
favorite child, with two of the titles 
(Street Fighter Il: Hyper Fighting and 
Super Street Fighter II Turbo) being 
bestowed with online play. Alpha 3 


and 3rd Strike are also net-connected, 


which makes sense given that they're 
two of the largest and fully featured 
games in their respective branches of 
the timeline. That said, many fans 
prefer Alpha 2 to its sequel, leaving 


them to gripe with great gusto over its 
lack of online functionality. 

That's just one of the complaints 
levied against Capcom's capacity for 
curation on this compilation. For 
starters, every game here comes from 
arcade motherboards, despite the fact 
that many of Street Fighter's past 
console ports are actually superior. 
Street Fighter on TurboGrafx-16 
(renamed Fighting Street) had better 
music, Gill was playable in the 
Dreamcast port of Street Fighter III 
and so on. The worse offense is 
probably the omission of Street 
Fighter Alpha 3 MAX, a Japanese 
arcade exclusive that included addi- 
tional characters like Guile, Fei Long, 
Evil Ryu and more. 

Another problem with these arcade 
ports comes from how they were 
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coded. They all run great, but they 
definitely weren't designed to be 
played with a Switch Joy-Con. With 
Super Street Fighter IV on 3DS, input 
sensitivity was loosened up to com- 
pensate for the console's clunky D-Pad 
or analog nub. No such concessions 
were made here, so you're sure to 
struggle with special moves when 
using standard issue Joy-Cons. While 
the Switch Pro Controller is a step in 
the right direction, you're probably 
going to need a fight stick if you want 
to compete online. 

Speaking of competing online, 
Akuma is currently unblocked in Super 
Street Fighter II Turbo ranked mode, 
which has some folks up in arms. He's 
pretty overpowered, which is why he's 
banned from most real-life money 
tournaments, but not that many 
people on Switch seem to be using 
him. Maybe it's because you need to 
use a secret code to give him a whirl? 

Less hidden is the outpouring of 
love for the source material present in 
the game's many gallery modes. 
Digital Eclipse scanned and translated 
loads of never-before-seen production 
art and materials from the Street 
Fighter archives, showing off the 
development of the intellectual 
property in a whole new way. I’ve been 
researching Street Fighter for years, 
but had no idea that Street Fighter 1 
was planned for the NES, or that 
Street Fighter ll almost featured a 
fighter named Dick Jumpsey! 

There are plenty of other ways 1 
could chip away at this collection's 
minor successes and failures, but in 
the end, it's easy to block all that out 
and focus on what really matters; the 
games. I’m sure you can agree that 12 
classic fighters, including not one, not 
two, but four with online play, all for 
$40, is more than a fair match for 
your money. — JONATHAN 
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Wont You Take Me to Funkytown? 


WHEN WE FIRST reviewed Donkey 
Kong Country: Tropical Freeze for the 
Wii U all the way back in Issue #8, 
Lucas was absolutely in love with it, 
awarding it a rating of 9.5 out of 10. 

And for good reason! The game was 
gorgeous, introducing Retro's reimag- 
ined version of the Donkey Kong 
Country universe to high definition for 
the first time as players traversed a 
series of islands to make their way 
back to the Kongs' conquered home 
island. There was never a dull 
moment, as each new stage brought 
with it unique new challenges and set- 
pieces that constantly kept players on 
their toes. 

Throw in the variety of a trio of 
Kong partners/power-ups, and you 
had a sequel that improved on its pre- 
decessor in just about every way imag- 
inable. 
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However, there is something of a 
small asterisk to it all: Despite the fun 
characters and cartoony visuals, this 
game is hard. I've been playing games 
for a long time, and platformers are 
probably my favorite genre, but as this 
game progressed, the challenge 
remained steady but tenable up to the 
final set of levels, where it felt like the 
developers brought out the "gotcha" 
moments that are difficult to avoid 
without knowing about them first. 

Fortunately, you should have ample 
opportunity to rack up plenty of lives 
— | had 99 by just playing through the 
levels, though that number quickly 
began to drop as | made my way 
through the game's final island. 

That said, Retro did mitigate things 
a bit this time out by introducing the 
meme-inspiring New Funky Mode. In 


this mode, Donkey Kong and his 
partners (Diddy, Dixie and Cranky) 
each gain an extra heart, bringing 
their total to three each. In addition, 
the game goes a little easier on you by 
allowing you to select and use pur- 
chased items while in a level, rather 
than on the map screen, and the KONG 
letters only need to be collected once. 

But the real attraction of Funky 
Mode is its namesake, wherein you 
can eschew playing as Donkey Kong in 
favor of the fantastic Funky Kong. 
Unless you're playing two-player, 
Funky flies solo, and he gets five 
whole hearts to himself by default. 
With his surfboard in tow, he can also 
hop safely on spikes, stomp most 
enemies the other Kongs find unstom- 
pable, roll, corkscrew and breath 
underwater indefinitely, double-jump 
and slow his descent (though he loses 
almost all horizontal movement with 
that last move). 

Oh, and he gets the employee 
discount at his own shop, of course. 
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Best of all, he doesn't lose any abil- 
ities when he takes damage! 

Make no mistake, though — Funky 
is no Super Kong. While he does make 
the game easier, it's more a matter of 
bringing the difficulty level from hard 
down to just hard. Even with all his 
buffed-up abilities, it's still up to you 
to master the split-second timing 
often necessary to see you through 
the day. You'll just have a few less 
things to worry about as you do so is 
all. 

Basically, if you enjoy the thrill of 
Kongquest — er, conquest — over a 
worthy challenge, this game should 
satisfy (especially if you want to 
gather all the many collectibles). But 
unless you consider Piccolo's School of 
"DODGE!!!" to be a fine institute of 
higher education, this is probably not 
where you'd want to have someone 
have their first gaming and/or plat- 
forming experience. — DAVID 


ls the Third Time Still Charming? 


HYRULE WARRIORS: DEFINITIVE EDITION 


THE TREND OF Wii U ports on 
Switch continues with this re-release 
of Hyrule Warriors on the system. The 
Definitive Edition includes everything 
from the original 2014 release, the 
2016 3DS version Hyrule Warriors 
Legends and the oodles of download- 
able content that came out along the 
way. A total of 29 characters are avail- 
able to play as, and the amount of 
Zelda series nostalgia in this package 
is oozing out of every game design 
orifice. Hundreds of hours can be 
spent in Hyrule Warriors across the 
main story, the slew of mission-based 
Adventure Maps and more. But in a 
world where Koei Tecmo put out a 
more polished Nintendo crossover 
Warriors game in 2017 with Fire 
Emblem Warriors, Hyrule Warriors: 
Definitive Edition starts to show its 
antiquity. This is still a fun game with a 
lot of time-consuming content, but as 
time passes, some of the issues with 
Hyrule Warriors overshadow the fuzzy 
warmth of the Zelda references and 
action. 

The story mode takes you through- 
out many Zelda worlds across a story 
that takes you into levels based off of 
Ocarina of Time, Twilight Princess and 
Skyward Sword. The actual story is 
mostly throwaway and the levels creep 
up to be a little on the long side. It has 
nice moments, mostly in the appended 
missions including Linkle and the Wind 
Waker characters, and does serve as a 
nice prelude to the bulk of the content 
in Adventure Mode. From the original 
Wii U release, this experience has 
been improved. You can now switch 
between characters and order the 
unplayed characters to move around 
the map. It's a little clumsy to navigate 
this, but it makes playing through the 
levels a lot more fun and way less 


frustrating. Maybe it's a little bit 
because this is my third time through 
this, but the forced replay for Heart 
Containers and hidden Skulltulas 
became a lot less appealing this time 
around. The story mode can turn into 
a slog, especially in comparison to the 
brisker nature of Fire Emblem 
Warriors. 

Adventure Mode is jam-packed with 
hours upon hours of missions and 
unlockables. The base map, modeled 
after the 2D map of the original 
Legend of Zelda, used to more or less 
be all of the mode in the first release 
— but with the DLC, maps based on 
Master Quest, Link's Awakening, Wind 
Waker, Phantom Hourglass, A Link 


Between Worlds and more are all here. 


The last few are extremely challeng- 
ing, but thankfully the missions here 


are a lot shorter to get through, so 
even when you hit a wall, it's a 
breezier experience. Adventure Mode's 
missions are all focused on simpler 
tasks, like defeating a certain amount 
of enemies, or, in some cases, answer- 
ing a Zelda-themed quiz. The maps 
can be interacted with by using differ- 
ent items — all throwbacks to old 
Zelda games — and doing that unlocks 
more levels, more weapons and, most 
importantly, more characters. The 
pace can still be slothlike, but it's 
much better than the story. 

The character variety is amazing, 
though the nature of the story mode 
generally funnels you down a path 
where Link is your go-to slayer. Some 
of my other favorites include Linkle 
with her double crossbows, Ganondorf 
with his Lu Bu fury and Tingle with his, 
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well... Tingle's just ridiculous and 
funny. Some deeper cuts are in here, 
too, like Marin from Link's Awakening. 
Also, the King of Hyrule from Wind 
Waker turns into a boat during his 
attacks! That kind of stuff is what 
keeps Hyrule Warriors engaging 
beyond its slower pace and bloat: the 
fist-pump-worthy moments where you 
can Hookshot the moon from Majora's 
Mask to rockin' takes on Zelda music. 
The base might be a little well worn, 
but the Zelda accents are glorious. 

On Switch, the framerate is much 
better and consistent. Graphically, the 
game looks the best it ever has, both 
docked and in handheld. | did find the 
mini-map a little hard to read in 
Handheld Mode. Still, Hyrule Warriors: 
Definitive Edition is just that: the 
definitive edition of Hyrule Warriors. It 
might be a little rough around the 
edges, but it's a glorious Zelda nostal- 
gia trip with some fun action. — NEAL 
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Clean Your Plate 


WHOEVER THOUGHT A kaiten- 
zushi restaurant would be the basis 
for the latest fast-paced and addicting 
puzzle battle game? (It's a restaurant 
where color-coded plates of sushi are 
placed on a rotating conveyor belt for 
customers to serve themselves — like 
a gourmet merry-go-round.) Take 
some lightning-fast action, a story 
revolving around the addicting deli- 
ciousness of sushi, add some cute 
mascots based on creatures from 
Japanese folklore, and you get Sushi 
Striker: The Way of Sushido, for the 
3DS and Switch. 

We only received a review code for 
the Switch version, which is playable 
either with touchscreen controls or 
with the Joy-Cons. Despite the ability 
to play with touchscreen controls, 1 
found myself gravitating to the Joy- 
Cons while playing in both docked and 
handheld modes — I found playing by 
touch or using a stylus to be a little 
slower and more awkward than I had 
originally thought. I haven't had the 
chance to try the 3DS version, but 
would like to see how the touchscreen 
controls work on a smaller area. 

The core gameplay involves quickly 
matching plates of the same kinds of 
sushi, then tossing those plates to 
attack your opponent (who's doing the 
same to you). There are a few interest- 
ing battles that get thrown into the 
mix, such as unlocking item capsules 
with the right amount of plates, timing 
plate attacks for a gap in a shifting 
wall or having the damage output of 
your plates dramatically reduced. 
There are over 100 levels spread 
out over the world map, with special 
levels accessible if you manage to win 
enough bonus stars in a single area — 
a great incentive for grinding, which 
you'll need to do a lot of if you're 
coasting through the game and consis- 
tently earning C and D ratings in the 
final levels. After I lost a few of the 
more difficult battles, the game 
started granting me recovery items so 
I'd have a better chance during the 
next battle — something I really appre- 
Ciated on the road to the final boss. 
The biggest factor in play are the 
powers of the various Sushi Sprites 
you'll encounter, which include HP- 
restoring desserts, buffs/debuffs and 
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adding obstacles like rice tubs or globs 
of immobilizing wasabi to the sushi 
lanes. Sushi Sprites are like a mix 
between Yo-kai and Pokémon, and the 
cutscene where they evolve — excuse 
me, awaken — is almost straight out of 
Pokémon. While equipped Sushi 
Sprites gain experience along with 
you, their skill level output doesn't 
grow as quickly. 

Sushi Striker's art and character 
designs are colorful and full of charm, 
but there's enough of a contrast 
between the static images of the char- 
acters during pre- and post-battle con- 
versations and their animated 
versions in the cutscenes to be a little 
jarring. However, the cutscenes are 
fantastic, as if there's a Sushi Striker 
anime that exists in some alternate 
universe where the franchise received 
a huge, Yo-kai Watch-style media blitz. 

The story, well . . . if you've 
watched any shonen or fantasy anime 
in the past 10-odd years, you know 
exactly what to expect: hungry orphan 
Musashi (playable as either a boy or 
girl) joins forces with the Republic's 
Sushi Liberation Front against an evil 
empire that's controlling the world's 
sushi supply. They battle against 
various themed underlings and 
generals and their childhood rival, a 
little blue-haired brat named Kojiro, 
with the goal to spread the love of 
sushi to everyone in the world. My 
only negative reaction to the story was 
the fact that some of the more inter- 
esting characters you encounter get 
pushed to the side after a few "getting 
to know you" battles that could've 
turned them into great allies. 

Sushi Striker takes a fresh new 
concept and gives it a fast-paced spin 
that will keep you entertained for 
many addictive hours. After the first 
helping from the demo, | was eagerly 
awaiting the main course, 
and was not at all disap- 
pointed. It's wacky, 
it's quirky, it's deli- 
cious! - REBECCA 
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SECOND OPINION 
OWLBOY 


TVE BEEN LOOKING forward to flapping through the clouds with Owlboy since 
the last time Mega Man was getting new sequels! Yes, it entered development 


around the same time that Mega Man 9 and 10 were hitting the Wii, around a 
decade ago — | don't remember exactly when I first caught wind of it, but it was 
sometime around then. So a long, long time ago. 

I can appreciate all of the years of invested time and effort now that I've finally 
been able to play the finished product for myself, though! Owlboy is captivatingly 
gorgeous, with detailed, clearly love-infused pixel art building every scene and 
each of the charming characters you encounter. It's a visual stunner at every turn. 

Gameplaywise, it's also a joy! I've never played anything quite like it, and that's 
atrue achievement here, over three decades deep into the mainstream popularity 
of video gaming. The developers managed to craft a unique hybrid between a free- 
flight exploration platformer and a twin-stick shooter, and it handles beautifully. 
Even better, that core gameplay never gets stale, because our hero Otus and his 
friends are always coming across sequences where the gameplay shifts to some- 
thing totally different to keep things fresh — stealth areas, escort missions, escape 
scenes. The works! The game always keep you moving and keeps your interest. 

I hit a few moments in the journey where I got a little confused, though, not 
knowing exactly what | was supposed to be doing next, or having to retry some 
scenes over and over. So that's a small complaint. But otherwise great! — LUCAS 
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COMMUNITY 


PROTODUDES 
ROCKMAN CORNER 


Covering Mega Man for over a decade! 


IT'S BEEN A wonderful feeling to finally be able to 
put together a big Blue Bomber blowout in this 
issue of NF Magazine, thanks to the fact that there 
is finally a new sequel on the horizon! But we must, 
at the same time, acknowledge those much more 
stalwart fans who have stuck by the brand even in 
its darkest days — like Brian "Protodude" Austrin, 
the caretaker of Protodude's Rockman Corner! We 
had a chat with him to talk about his now 10-year 
career at the helm of one of the Internet's most 
famous Mega Man fan sites. Read on! 


NF: First up, for our readers who don't know you 
yet, can you introduce yourself? 

Hey there! I'm Brian, better known 
online as Protodude. I'm the administrator and sole 
writer for Rockman Corner, a blog for all things 
Mega Man. News, rumors, Mega Man obscurities 
and everything in between. I’ve been at it for 10 
years, but I’ve been a Mega Man fan far longer than 
that. By day, I'm an elementary school teacher out 
here in Missouri. 


What's the origin of the "Protodude" nickname? 
So this is a fun one. | used to be a member of a big 
Mega Man message board back in the early ’90s 
and there was this rule: "Your username cannot be 
the name of a Mega Man character." I really wanted 
to be called "Protoman" so I settled for the next 
best thing: Protodude. It's stuck with me since! 


When did Protodude's Rockman Corner get its 
start, and what motivated you to start it? 

At some point 1 became the Mega Man "news 
reporter" for that aforementioned forum from 
about 2006 to 2008. It was a small, intimate place 
that | would log into practically every other hour of 
the day. I made lots of friends there. Unfortunately 
it shut down and | was left without a platform to 
report the news! Sure; we had the big Mega Man 
sites like The Mega Man Network and (the now 
defunct) Planet Mega Man — but | wanted my own 
place. My little slice of the Internet. So | hopped 
onto Blogger and ta-da, Rockman Corner went live. 
I was getting roughly a couple hundred hits a week. 
But over time (and thanks to some risky Mega Man 
9 news I had the opportunity to leak), my audience 
grew. Today, it's been read by over 10,000,000 fans 
across the world. | have the receipts to prove it! 


So Rockman Corner has been rocking for a long 
while now, but most of the site’s life cycle has 
overlapped with the recent drought that the 
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Mega Man series has endured. What was it like to 
be at the helm of a Mega Man fansite when 
Capcom seemingly left Mega Man for dead? 

It was an interesting period. While | held onto hope 
that the franchise would make a comeback, many 
of my readers didn’t resonate with that. My blog 
became something of a lightning rod for disgrun- 
tled fans. It absorbed a lot of their negativity and 
dysfunction surrounding current events. Some 
readers were more affected by the drought than 
others. 

One such fellow (who's since become a very 
good friend) saved up all of his money to buy a 
Nintendo 3DS (retailed for $249 US at the time) 
JUST for Mega Man Legends 3. So when that game 
was cancelled, it gutted him in more ways than one. 
I spoke to him every day after that, because the 
guy really needed a friend. So 1 guess, all in all, 
while it was a "dark period," | truly believe we, as a 
community, came out stronger. We did it together. 


Of course, we now know that behind the scenes 
Capcom has been gearing up to bring Mega Man 
back into the spotlight for a while. You, though, 
were one of the first (and probably the first) to 
take notice that something new might be in the 
works. Can you tell our readers the tale of last 
year's Legacy Collection 2 concept art discovery? 


Ah, my tale of vindication. So | had the opportunity 
to play Mega Man Legacy Collection 2 a few days in 
advance for review (this was back in August 2017). 
I'm checking out the extra content, looking at all of 
this great concept art I’ve ogled at before, when I’m 
suddenly taken aback by a certain image. Tucked 
inside Mega Man 8's concept art gallery was this 
new piece I've never seen before! It wasn't like an 
OLD piece of concept art that's never been seen 
before — it was literally NEW. 

I spent, like, an hour studying it and determined 
it was drawn by Yuji Ishihara (character designer 
for the Battle Network series). Ishihara didn't work 
on Mega Man 8 — he wasn't even employed at 
Capcom at that time. So | was all excited about this 
and began to wonder if it was from a new project 
that unintentionally found its way inside Legacy 
Collection 2. 

When the review embargo lifted, | shared the 
stuffing out of that piece. People had to know 
about it! My findings were met with a share of 
skepticism. Flash forward to a couple months later, 
Mega Man 11 was announced and there it was — a 
whole 30 seconds into the trailer. | was ecstatic. 


And you since been recognized by both Capcom 
and, uh, Arby's?? 
Yes and yes. Getting mentioned by the official Mega 


€ Brian > 


This art is in Mega Man 8's museum in Legacy 
Collection 2. 


It's not from ММВ, tho. It's not from any 
known Mega Man game. 


It's new. @ 


THE INVESTIGATIVE ADVENTURE THAT UNEARTHED MEGA MAN 11! 


For the second issue in a row, | feel it necessary to explain that Arby's has paid no advertising money to NF Magazine — it is pure coincidence that we're 
featuring their hand-crafted cardboard creations for a second time! It should cause you in no way to think about their generously portioned, wildly tasty 
roast beef sandwiches and you should not feel influenced to visit the Arby's location nearest you for lunch today. OK? (Glad we got that cleared up.) As 
Protodude explained on the adjacent page, he unwittingly found himself embroiled in some deep-dive detective work after browsing through the gallery of 
concept art included within Mega Man Legacy Collection 2. The sequence of events starts in the upper left with the images seen here — that's the artwork 
that Protodude stumbled upon. We now know it's the modified armor that Mega Man suits up in when he swaps to wielding Block Man's copied Robot 
Master weapon, but in August last year, no one had seen anything like that! Brian's endeavors to bring attention to the art were met with backlash and 
negativity — the common, daily fuel of Internet interaction these days. But oh how sweet the vindication was when the art was confirmed by Capcom to be 
an intentional hint about Mega Man 11! Sweet like the sweet, sweet Triple Chocolate Cookies you can order for dessert after a meal at your nearest Arby's! 


Man Twitter account was cool and all, but Arby's? 
Whole. 'Nother. Level. They actually mailed me the 
Block Man-powered Mega Man papercraft from 
their Mega Man 11 tweet. And a gift card! Definitely 
the highlight of my Mega Man career so far. 


We now know Mega Man 11 is real, we've seen a 
lot of it and it's just a few months away from 
release! This has to be an exciting time for you in 
particular. What was your initial reaction to the 
game's announcement last December, and what 
are your impressions of everything we've seen 
since? 

| had a pretty good feeling Mega Man 11 was going 
to be one of the 30th anniversary announcements. 
What better way to revive the brand than a new 
entry from the most recognizable incarnation? 
Seeing it in motion made my heart sing. | loved 
Mega Man 9 and 10, don't get me wrong, but Mega 
Man 11 looked like that HD Mega Man game I had so 
longed for. 

So far, things are looking spiffy. The Double Gear 
System looks to add a new twist on the tried-and- 
true classic series formula. There is clearly a lot of 
love and passion going into this project and I can't 
wait to take it for a spin. 


Care to speculate about anything we haven't seen 
yet? Some name guesses for the unnamed Robot 
Masters, perhaps? Or how about this: What role, 
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Brian 


in capable hands. 
Rock on! 


-Atby's 


INSPIRING THROUGH EXPERIENCES 


if any, do you think Proto Man will play this time? 
| have a hunch Roll will play a more proactive role 
(haha) this time around. As for naming unnamed 
Robot Masters, well, I'm not that creative. But | can 
say I'm super confident that the weapon of the 
orange construction-like Robot Master (the guy 
with a spike on his head) will be the weakness of 
Block Man. The developers did say they wanted 
weapon weaknesses to be a bit more blatant this 
time around, no? He's gonna crumble 'ol Block Man. 
| think it'd be interesting if Capcom will tie the 
Double Gear System into Proto Man's past. Perhaps 
he was one of the first robots to use it? 


What plans do you have for Rockman Corner 
when Mega Man 11 launches in October? It's been 
along time since you had a new Classic Mega Man 
game on store shelves to talk about! 

Fun fact: literally two hours after my fiancee and I 
nailed our honeymoon date, Capcom announced 
Mega Man 115 release date. So yeah; it launches on 
the first day of my honeymoon! Oh well! But hey, 
maybe I'll get a review code a few days in advance 
again? Either way, Rockman Corner has always 
been a hobby. And like every hobby, it should com- 
plement your life, not rule it. 


Assuming Mega Man 11 is a success for Capcom, 
what do you think the company's next move will 
be with the brand? Mega Man 12? Mega Man X9? 


Its clear your Mega Man fandom is dialed up to 11. Take care 
of our little Blue Bomber! We're sure he'll be 


Mega Man Legends 3??!?!?! 
Any of those titles are viable. However, I think it 
would be in Capcom's best interest to take it slow. 
Allow Mega Man 11 to flourish, wait two years, then 
release the next one. Part of the reason the brand 
has been in such poor health, | believe, was 
because of too many titles coming out too soon. 
There were six Mega Man games released a 
couple months apart in 2003, for example. For the 
average Mega Man fan, that's awesome. But to 
someone outside of the fanbase? That's over- 
whelming. The franchise became something of a 
walled garden in the 2000s. Putting a little space in 
between releases and putting fewer Mega Man 
games out in a single year is Capcom's best bet to 
get things truly back on track. If the brand wants to 
see its 40th — even 50th — anniversary, it needs 
new fans. 


Finally, and most importantly, who is the greatest 
Robot Master that Mega Man has ever battled? 
Let's set the record straight! 

Gotta be Burner Man in Mega Man & Bass. A hitbox 
nightmare. One of the most difficult battles even 


with his weakness. But hey, I like a challenge! ме 
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CELEBRATING 20 LEGENDARY YEARS 


MegaMan Volnutt marks a milestone (though he’s really still stuck on the moon). 


FOLLOWING THE DEPARTURE of Keiji Inafune 
from Capcom in 2010, something of a "dark age" 
began for Mega Man fans as one project after 
another was cancelled. While merchandise was still 
as (if not more) abundant than ever, new games 
began to feel like an unlikely prospect and it fell to 
fans to keep torches burning for the Blue Bomber. 

One such group arose directly out of the final 
cancellation, Mega Man Legends 3 for the Nintendo 
305. Known as "Get Me Off The Moon," in reference 
to the decade-long cliffhanger from the end of 
Mega Man Legends 2, the group's initial goal was to 
rally 100,000 fans to unite in support of reinstating 
the Mega Man Legends 3 Project. Since then, it has 
gone on to become a prominent voice in the com- 
munity of Mega Man fans. 

In the years since, they've actively engaged the 
community in a variety of ways, from bringing fans 
together to contribute to Mega Man Legends scrap- 
books presented to Capcom Unity staff as a show of 
support for the series to creating their own docu- 
mentary, detailing the rise and fall of the ill-fated 
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threequel. Now, to mark the 20th anniversary of 
the first Legends game's North American release, 
they're carrying out a year's worth of celebrations! 

Among the festivities thus far have been inter- 
views with key members of Capcom's staff during 
the short time the Mega Man Legends 3 Project was 
underway. So far, these include Mega Man Legends 
3 Devroom Liaison Greg Moore and former Senior 
Vice President Christian Svensson, and they're 
looking to add more in the future, and perhaps talk 
to some passionate fans as well. 

Other completed projects include a contest in 
which fans were invited to create their own Mega 
Man Legends boss battle, with the winning entry 
being "Doom Flower" by fAB, and a 90-second 
animated tribute by Japanese fan MKO that sees 
MegaMan Volnutt battle an enormous Reaverbot 
over possession of a refractor, with hijinks from 
Roll, Tron, Yuna and Sera ensuing all the while. The 
animation was originally divided into segments 
without sound, but was brought together with 
music, effects and voices added by GMOTM. 


At present, the community is hosting a fan 
fiction contest that invites fans to do what Capcom 
has yet to do: Resolve the aforementioned cliff- 
hanger from the end of Mega Man Legends 2. Aptly 
titled the "Resolve The Cliffhanger" contest, it's also 
being supplemented by another contest in which 
fans bring together different pairs of characters for 
a dialogue to see how they might interact, largely 
in the hopes of stoking the flames of creativity for 
resolving the cliffhanger. And as you'd expect from 
a good contest, there are prizes involved for the 
winners, like figures from Bandai's 4-inch Nel line. 

Further prospects also include a possible mail-in 
campaign to Capcom, a Mega Man Legends 3 
support campaign that builds off of Mega Man 115 
momentum and even a collaborative remix album. 

More immediately, the group is looking to 
resolve some other unfinished business by reviving 
their series of videos that provide a dub for the 
Japan-exclusive cell phone game known as Mega 
Man Legends (a.k.a. Rockman DASH in Japan) Big 5 
Island Adventure! — DAVID 


THE POwER OF THOR 


Look upon his grand artwork - if ye be worthy. 


*THE DETAILS OF my life are quite incon- 
sequential . . . very well, where do I begin?" 
I’m old. 46 to be exact, which makes me 
old enough to have seen every Star Wars 
movie when they were in the theaters the 
first time and to have played Pac-Man when 
it first hit the arcades. If there were three 
constants in my young life, they were comic 
books, video games and artwork. Since 1 
was a youngster, all three have intertwined 
to some extent: | created my own Pac-Man 
mazes in elementary school, dabbled in 
drawing Donkey Kong scenes in middle 
school and developed comics for Metroid 
and The Legend of Zelda in high school. The 
Metroid comic was published in my high 
school's literary magazine, so that may have 
been my first foray into published comic art! 
| was also a budding fan of Japanese 
comics back in the late '80s/early '90s, and 
discovering the wealth of video game-based 
manga was an eye-opening experience for 
me. During this time I discovered a game 
that would probably have a bigger effect on 
my future art career than any other game at 
the time: Mega Man 2. It's actually because 
of Mega Man that I draw in the style that I 
do: | was trying to teach myself how to 
simulate the Japanese art style and was 
failing miserably. | decided to give it one 
more try and chose Mega Man as my 
subject. Somehow his design clicked with 
me and | figured out my drawing process for 
apanese art. Some of my first pieces fea- 
uring multiple characters comprised the 
Robot Masters from Mega Man 1 through 3. 
In 1994, my first comic story was pub- 
ished through Antarctic Press. It wasn't 
video game related, but it did kick off a 
decade of published comics from small 
press comic companies. Around 2011, art 
jobs were drying up and I couldn't get my 
foot in the door anywhere, so I was consid- 
ering hanging up the ol' art tools to focus on 
other things. | decided to give it one last 
shot with Udon Entertainment's Mega Man 


Tribute book. I told myself that if | could get 
published in this book I would keep pressing 
on, but if not | would put my art on the 
backburner. Luckily, | made it! My piece was 
a multi-character pic of the original six 
Robot Masters drawn using Hitoshi Ariga's 
designs from his Mega Man Megamix 
manga. | was so happy that | made it | 
nearly burst. This winning entry not only 
provided a much-needed boost to my art 
self-esteem, but it also acted as my "in" for 
finding work with my newest obsession: 
Nerdcore Hip Hop. 

At the same time | was putting together 
my submission, | discovered an indie 
musician named Mega Ran (a.k.a. Raheem 
Jarbo). Ran was getting famous for his Mega 
Man rap songs, to the point where Capcom 
noticed him and granted him a license to 
use the Mega Man concepts in his music. His 
song "Splash Woman" was released around 
the time the Mega Man Tribute book had 
been published, so | sent him an email 
saying that I'd like to contribute some art to 
the "cause." He responded by asking if I 
would like to do the T-shirt design for the 
Splash Woman song. That kicked off a 
second career of doing art for many differ- 
ent indie musicians, most of which were 
game related. | ended up doing a LOT of 
Mega Man-related art for Mega Ran, which 
was great for practice toward my ultimate 
goal at the time: getting work from Archie 
Comics' Mega Man comic series. That, unfor- 
tunately, did not come to pass. Something 
else did surface though — Nintendo Force! 

Ever since I found out that Nintendo 
Power was ending and Nintendo Force was 
taking on the mantle, | knew | wanted in on 
that action. | sent Lucas an email about con- 
tributing art for the magazine before the 
first issue even came out and finally heard 
back from him a few issues later when he 
needed some art for Mighty No. 9. And the 
rest, as they say, is history. 

Working with Nintendo Force and Mega 
Ran helped me get my foot in the door with 
many other clients after that, including 
RETRO Magazine, Brett Weiss, Hardcore 
Gaming 101, Old School Gamer Magazine 
and many others. I'm very thankful that I 
work with all the people I do. It's been a 
crazy ride so far, and I'm looking forward to 
what comes next! — THOR 
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FIVE YEARS LATER... 


FIVE YEARS... it’s hard to believe it's been five whole years (and then some) since this whole NF thing began. And it's been exactly 
five years since NF Issue #4, wherein we all shared our "Dreams for the Future," and my personal hope was for "A New Era for Mega 
Man" to begin. We'd just witnessed his reveal in Super Smash Bros. for Nintendo 3DS and Wii U at E3 2013, you see, and it had me 
feeling optimistic! (At the time.) 


Though there had been some bumps along the way, Mega Man fans were riding high coming off the releases of Mega Man 9 and 
10 in 2008 and 2010, respectively, as exciting new projects were being announced, from a Korean MMORPG to Mega Man Universe 
— asort of "Mega Man Maker" well before Mario donned his hard hat. And then there was the crown jewel: After a decade-long cliff- 
hanger, Mega Man Legends 3 was announced. 


Things could not be better (OK, maybe a new Mega Man X game would have been — and even that was under some consider- 
ation), which made the fall all the harder. One by one, each project that had created such excitement was cancelled, until there was 
nothing left except scraps that seemed to only anger a frantic fanbase. 


Mega Man did manage to persist, however — he had merchandise to keep him in the public eye, including a terrific comic book, 
localized manga and some of the best figures we'd ever seen. His Smash appearance, though, was his only in-game role for years. 


Over the years, however, things began to shift — as, bit by bit, Capcom began to pay a little more attention to their unofficial 
mascot. First came Mega Man Legacy Collection, and then another, while X took up the lead in Marvel vs. Capcom: Infinite (I'd ask 
where the Switch port for that is, but the game's reception leads me to believe the echo would be deafening), all gradually building 
toward an unofficial deadline: December 17, 2017, the 30th anniversary of the franchise, with the belief being that if Capcom didn't 
make an announcement then, the franchise (new cartoon notwithstanding) was probably as good as dead. 


I probably don't need to fill in the rest, unless you turned to the back of this issue first. Mega Man is back, and for the first time 
in more than half a decade, the future looks bright — bright blue, that is! The "New Era for Mega Man" seems, now, like it's finally 
about to begin. — DAVID 
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